



















THE YEAR OF THE GAME LORDS. 


NEW RELEASES! 


COMMODORE 64 

Author: Anton Hinxman 

Hive-cave action! 

Bertie Bee needs help 
defending the hive. Fight off 
the invading swarms, battle 
the bees and defend your 
Queen! 


BUGABOO (THE FLEA) RAYMOND BRIGGS’ DRAGONS BANE 

THE SNOWMAN 


Author: Indescomp 
Itchy action! 

Jump your way out of the 
caves with Bugaboo the flea 
but beware of the fearsome 
Dragon as you jump around 
the exotic vegetation. 


Author: David Shea 

An enchanting game based 
around episodes of Raymond 
Briggs’ amazingly successful 
book. 

46K SPECTRUM 

WJMhM* 

Author: Sandy White 
Battle the Ants in the soft 
solid 3D city of Antescher. 


Authors: M. Preston, 

P. Hunt, R. Rose, D. Moore. 

A mythical graphic 
adventure in the dark and 
deadly halls of Earthstone 
Castle. Battle Dragons, 
Vampires, Sphinx, Zombies, 
Skeletons, Gryphons and 
other legendary beasts to 
rescue the beautiful Princess 
Paula. 


46K SPECTRUM 

Author; Indescomp 
Action beneath the 
Pyramids! 

Fearless Fred the Intrepid 
Archaeologist searches the 
creepy catacombs below the 
torrid tomb of ‘Tootiecarmoon’ 
for the terrible treasures 
amidst monstrous mummies, 
ghastly ghosts, bats and rats! 


48K SPECTRUM 
COMMODORE 64 • 

VIC 20 + 3K or 8K RAM 
DRAGON • 

BBC MODEL 



Author: John Hollis 
Authors: Mark & Richard Moore 
Authors: Steve Lee/Chartec 
: I & C Andrew/Incentive 
Author: Dave Mer.des 


All titles available from Quicksilva Mail Order 
P.O. Box 6, Wimborne Dorset BA21 7PY. 


Quicksilva programs are available from: Boots, W.H. Smiths, J. Menzies, Microdealer, 
HMV, Hamleys, John Lewis, Computers for All and all reputable 
specialist computer stockists. 


















News & Reviews 

GAMES NEWS . 32 

Come with us on a space odyssey 
on your Spectrum — four tapes 
which add up to an original adven¬ 
ture. Plus fun in the Wax Works for 
the Beeb and a look at Hell Gate 
for the Vic. 

REVIEWS . 40 

Want to be a rock ’n’ roll star. Start 
here! We also take a look at Ima- 
gic’s version of their popular River 
Raid game for the Atari. 

ARCADE ACTION 46 

Arcades of the future will be 
beyond your wildest dreams! Also 
a preview of Major Havoc, plus a 
neat 3D game called Marvin’s 
Maze. 

VIDEO-GAMING 50 

Professor Video looks at another 
classic game, while our Joystick 
Jury give verdicts on a version of 
Dig Dug for the VCS, and an ori¬ 
ginal undersea Adventure called 
Fathom from Imagic. 

NEXT MONTH 157 

Listings 


Treachery is the name of the 
game this issue. Mike Single- 
ton has come up with an 
amazing computer modera¬ 
ted board game all about in¬ 
ternational espionage and in¬ 
trigue. Inside this issue 
you’ll find a special pull out 
map to help you play the 
game together with the 
counters on the front cover. 

It’s a real first for C&VG — 
and we’re convinced you’re 
going to love playing it. 
Treachery begins on page 76 
— and you’ll find the map on 
our centre pages. 

We’ve also managed to 
find space for a rundown of 
the best joysticks around — 
for micros and home video 
systems. Our Joystick Jury 
pronounce their verdict on 
page 50. 

We take a look at the way 
laser discs could cause a re¬ 
volution in home computer 
games playing in much the 
same way as they’ve stirred 
up the arcades. 


bund 





AIRSTRIKE 68 

Space-age scrambling through a dangerous cavern for Texas 

space cadets. Will you be able to come out unscathed? 

TREACHERY. 76 

So you’ve all been wondering just what those mysterious 

counters in the bag on the cover are for? To play this game 
with that’s what! Just open the issue and read all about 
Treachery — the first ever computer-moderated board game 
to be featured in a computer magazine — you’ll soon be 
enmeshed in a world of espionage and intrigue. 

WALL DEFENCE. 104 

Medieval mystery and adventure as Castle Atari comes under 
attack. Can you save the day — and the castle? 

3D MAZE 


Feature. I! 


108 


LOST IN THE JUNGLE. 

The last part of Frank Rooney’s graphic adventure for the 
Sharp. 

ENTRAPMENT 134 

It’s the year 2243 and Earth’s foremost sporting event is about 
to begin. And you are the star — up against the planet’s 
champion Gladiator in a fight to the death. For brave BBC 
owners. 


Get lost! And then find your way out again. Three dimensional 
puzzler for the Spectrum. 

GOLD PROSPECTOR 116 

Dragon fortune hunters can strike it rich as the gold rush 
returns. Don’t forget your shovel! 

SLOT MACHINE. 124 

Gamble the day away on your Sharp MZ80k — and it will only 
cost you the price of this magazine. What a bargain! 

. . 128 


MAILBAG 5 

The Oric goes Dutch, while elsewhere 
we can hear music playing . . . 

COMPETITION 14 

Sherlock Holmes Adventures up for 
grabs! We also announce the winners 
of our Golden Joystick Awards. 

HALL OF FAME 56 

Have you won a C&VG t-shirt? 

CHARTS 57 

More top tens for more computers. 

LIGHT ON THE HORIZON 122 

You’ll believe a micro can be laser- 
powered! 

THE BUGS 136 

BUG HUNTER 141 

On the trail of more gremlins. 

BUG HUNTER SPECIAL 142 

How to become the envy of all your 
friends! Our step-by-step guide to how 
to become a Bug Hunter. 

PUZZLING 144 

More of Trevor Truran’s mind-twisters. 

PROGRAM EXTRA 149 

Hints and tips to help you get the best 
out of our listings. 

ADVENTURE 150 

Keith Campbell checks out the latest 
epics. 


Acting editor Tim Metcalfe, Assistant editor Eugene Lacey, Editorial assistant Clare Edgeley, Reader services Robert Schifreen (01-278 3881), Art Editor Linda Freeman, Designer Lynda 
Skerry, Sub editor Mary Morton, Staff writer Seamus St John, Advertisement manager Rob Cameron, Assistant advertisement manager Louise Matthews, Advertising executives 
Bernard Dugdale, Sean Brennan, Advertisement assistant Louise Flockhart, Publisher Tom Moloney, Assistant publisher Rita Lewis 
Editorial and advertisement offices: Durrant House, 8 Herbal Hill, London EC1R 5EJ; Telephone Editorial 01-278 6556, Advertising 01-278 6552 

COMPUTER AND VIDEO GAMES POSTAL SUBSCRIPTION SERVICE. By using the special Postal Subscription Service, copies of COMPUTER AND VIDEO GAMES can be mailed direct from 
our offices each month to any address throughout the world. All subscription applications should be sent for processing to COMPUTER AND VIDEO GAMES (Subscription Department), 
Competition House, Farmdon Road, Market Harborough, Leicestershire. All orders should include the appropriate remittance made payable to COMPUTER AND VIDEO GAMES. Annual 
subscription rates (12 issues): UK and Eire £14. Additional service information including individual overseas airmail rates available upon request. Circulation Department: EMAP National 
Publications. Published and distributed by EMAP National Publications Ltd. Printed by Eden Fisher (Southend) Limited. 
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a splendid idea,. 

phoenix must be 
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One of the best - 

..highly entertaining^ 


SS»S? 

Popular Com 

SPECTRUM 16/48K ,, , W 

This is an absolute gem!. " you re after a „«« 

Master each skill level of action Same for that 1/iS 
and gather vital clues to the 9°f for ChristmL 

adventure.it has that ™ en this is certSnl, 
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Home Computing Weekly Q ar !!! 


TWIN 

CASSETTE 

PACK 


VENTURE 



CBM 64 DRAGON VIC 20 

The Sorcerers Apprentice Mission Moonbase 0 Level Caper 
Attack on Windscale 


SPECTRUM 
Dodge City 


(fatOttq Sook: Gulliver in Brobdingnag The Emperor Must Die 



Phoenix Software Spangles House, 
116, Marsh Road, 


: NOW THERE ISNTA CHOICE! Pinner, Middx. 01-868-3353’ 




















Please drop us a line at: Computer and Video Games, EMAP, Durrant House, 8 Herbal Hill, London EC1R 5JB. 


PRINT AT 
CONVERSION 

Dear Sir, 

I have a tip for all 
Commodore and Sharp MZ80 
series owners to help convert 
the PRINT AT and VTAB/ 
HTAB commands found in 
machines like the Spectrum 
and Apple II. 

At the beginning of a 
program or during 
initialisation, type in this line: 
LET CD$ = “(home) (25 
cursor down)”. For machines 
with a different number of 
lines, adjust the number of 
cursor downs needed. 

Then at every occurrence 
of a PRINT AT Y,X or 
VTABY:HTAB X, type in 
PRINT LEFT$(CD$,Y);TAB(X) 
instead. This modification can 
also be used to scroll the 
screen up one line. Just enter 
PRINT CD$; 

However, for Vic-20 
owners, they may run into 
problems if they try to 
convert listings with print 
statements from machines 
with a longer line length 
because the Vic-20’s screen 
is so narrow. Extensive 
modification to listings may 
be needed. 

Soh Kam Yung, 

Perak, 

West Malaysia. 

NO PRORLEMS 
WITH SHARP 

Dear Sir, 

Reading your letter columns, 

I am surprised by the number 
of people who seem to have 
frequent problems with their 
micros. 

I have just clocked up my 
2,800th hour of use on my 
Sharp MZ80B. In that time 
(nearly 18 months), I have 
never had the slightest 
hardware fault on the micro, 
or its drives, or its printer. I 
don’t suggest that this 
machine is unusually reliable. 
What I do suggest is that, 
given reasonably careful 
treatment (not pouring coffee 


over your disks, tor 
example!), any modern micro 
is a very reliable machine. 

Or are people complaining 
unnecessarily? I note in the 
same issue that a 
correspondent’s Dragon is 
not “saving” correctly to 
cassette, and the joystick’s 
ports are reversed. 

For the first, has he tried 
cleaning the cassette heads? 
— it is not always realised 
that the heads should be 
cleaned at least as often as 
those on audio machines. For 
the second, I suggest five 
minutes judicious work with 
the home soldering iron at 
least once a fortnight would 
probably solve the problem. 
Neither seems to call for 
workshop attention. 

As for attempting word¬ 
processing on either the 
Spectrum (with its eccentric 
key-pad) or the Vic-20 (with 
its tiny memory) — I’d stick 
to the Dragon, or switch to 
the Dragon 64. 

On two points of detail! 

You say (in Program Extra, 
Jan ’84 issue) that Basic 
originated in a British 
university. Can you confirm, 
please, as every reference 
book I have gives its origin 
as Dartmouth College (USA). 

Secondly, I would query 
that Basic is the most widely 
understood language. As a 
professional programmer, 
working in both industry and 
commerce, I always use 
COBOL and FORTRAN (and 
other languages are still in 
use —PLI, ALGOL etc.). I 
have never heard of a 
mainframe program in Basic, 
and in any event, Basic is 
terribly slow. Is it really the 
most understood language? 
Most schools are turning to 
PASCAL. 

R. H. Hill, 

Woodford Green, 

Essex. 

Editor’s reply: Thanks for 
your interesting letter Mr 
Hill. As to your query about 
the origin of Basic, the 
reference books we have 
mention a British 
university. 


MUSIC WHILE 
YOU PLAY! 

Dear Sir, 

How about having a hints and 
tips section in the magazine? 

I for one can disclose that I 
do much better at Arcadia if I 
have Sweet Dreams by the 
Eurythmics playing, and if 
anyone can advise on a fool¬ 
proof method of getting 
through level seven... please 
tell me! 

One other tip. How to get 
through all the levels in the 
excellent Matrix from 
Llamasoft. Yes all! Perhaps 
it’s just a chance occurrence 
with my copy, but if you 
press RUN/STOP, CTRL, 

SHIFT and the Commodore 
key all at the same time, you 
get the “ZONE CLEARED” 
message, an extra life, 
mystery bonus three, (3000 
points) and you move on to 
the next level! Level 20 is 
unimaginable. If anyone can 
do it — they cheated! 

Andrew Dilley, 

Godaiming, 

Surrey. 

Editor’s reply: Hints and tips 
— what about Bug Hunter 
and Program Extra? Thanks 
for the musical note — has 
anyone else got a favourite 
tune to play games by? 

IN DEFENCE 
OF THE 0RIC 

Dear Sir, 

I find the amount of 
misinformation given in 
computer magazines on the 
Oric-1 most annoying, and 
seemingly arising from 
ignorance of this relatively 
new machine. I received 
mine in February of last year 
and am well satisfied with its 
capabilities. Let me point out 
some of the errors in your 
review: 

Games ports: the Oric-1 
has an expansion port which 
Oric say can be used for 
“cartridge software”, but as 
yet none is available. 

Keyboard: your use of the 


word “membrane” is 
misleading. The Oric 
keyboard consists of 57 rigid- 
plastic, moving keys which, 
in my experience, provide 
more positive feedback, 
control and speed than the 
rubbery Spectrum. 

Text display: the Oric text 
screen consists of 28 rows of 
40 columns, being teletext 
compatible. The first two 
columns are used for 
background and foreground 
colours, but can be accessed 
by POKEing or using 
CONTROL “J”. 

Sound: this is probably the 
Oric-l’s best feature. There 
are three channels. Seven 
octaves of ordered, musical 
notes are available and also 
some 4000 other frequencies. 
You can also get white noise. 
Seven envelope modes are 
available, the duration of 
each being controllable. 

User defined graphics: 
these are available on an 8 x 
6 matrix, the two left — most 
bits in each row being used 
to tell whether a character is 
an attribute or not. 

Italic Greek characters: can 
you please tell me how to 
access these, as I’ve never 
seen them. 

Editing: insertion of text to 
a line is possible! All you do 
is to copy the part of the line 
you need then, when you 
want to insert something, 
cursor out of the program 
line, type what you want to 
put in and then return to 
where you left off in the line. 
When you next list the line, 
you will find that your text 
has been magically inserted. 

It becomes a very convenient 
system of editing after 
practice. 

Furthermore, the only bug I 
have found is the TAB 
function, but this can be 
bypassed. 

I hope this letter has gone 
someway to clearing up the 
dense mist of mystique which 
surrounds one of the most 
competent, value-for-money 
machines on the market. 
Duncan Barford, 
Irthlingborough, Northants. 
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■FOR 

■the ZX 

SPECTRUM 


PROcom 

SOPTUJARE 


* Bonkers and Breakaway are available 
from Prism, Woolworths, Rumbelows, 
John Lewis and Debenhams. 

* Dealer inquiries to Prism (01)253 2277 

* Overseas inquiries welcomed 

DO YOU HAVE A GOOD IDEA FOR A GAME? 

CALL US! 

COMING SOON! 

* Bricky Micky 

* Time Bug 

* Final Frontier 


* Bermuda Triangle 

* Magic Orchard 


detail 


HOW TO ORDER 

Telephone orders 
(01) 508 1216 

Credit Card Holders (Access/Barclaycard 
only) can purchase by telephone. Please 
give card no., name, address and items 
required, and your order will be despatched 
the same day 

BY POST 

Simply write your requirements in the 
coupon provided, enclose your cheque/P.O. 
or use your Access or Barclaycard. Please 
make cheque payable to; PROCOM 
SOFTWARE and post to address below. 
Allow 7 days for delivery. 

IN PERSON. ” 

Visit our premises, at the address below for 
a great selection — we will be delighted to 
see you. 


PROcom 

SOPTUJARE 


PROCOM SOFTWARE 

309 HIGH ROAD - LOUGHTON ■ ESSEX 
TEL: (01) 508 1216 


□ Bonkers 
(£5.50) 

□ Breakway 

(£5.50 each) 


I POST TO: PROCOM SOFTWARE, 

| 309 HIGH ROAD, LOUGHTON, ESSEX. | 

Please send me the following items: 

□ Grid Master 
(£4.95) 

List of new > 

games! ] 

(Please tick items) . 

I enclose my cheque/P. 0. tor £ _ | 

I prefer to pay with my ACCESS/BARCLAYCARD 

(Delete whichever not applicable) | 

Card No. _ I 

Signature _ . 

Name 

Address , 


Tel: (Day) 


Tel: (Eve) 


la 

L_ 


Credit cards valid if signed by card holder. ■ 
Address above must be the same as card holder. ■ 


CVG 


























THE ORIC 
GOES DUTCH 

Dear Sir, 

In the December issue of 
C&VG you featured a review 
of the Oric-1 computer, but 
unfortunately some errors 
seem to have crept in. The 
user defined graphics are 6 
x 8 instead of 8 x 8 and the 
text display is 38 by 27. 

The Oric does have a 
facility to insert and delete 
text. To insert text, Control 
“A” to the position where the 
insertion is to be made, then 
use the cursor-up key to go 
up one line. Type the text 
that is to be inserted and then 
use the cursor-left key to go 
back to the place where you 
left the original line. Then use 
cursor-down to put you on 
that line and control “A” to 
the end of the line. Finally 
EDIT that line to see if the 
insertion is correct. To delete 
part of a line or close a gap, 
use the cursor-right key to go 
over that part of the line and 
again EDIT the line to see if it 
is correct. 

To get a text screen of 38 
by 28 use the following 
subroutine: DOKE 621,47960: 
POKE 623,28:CLS. To speed 
up the autorepeat of the keys 
use POKE 775,10, to slow it 
POKE 775,255. The normal 
value is 39. To adapt the 
predefined PING, SHOOT, 
EXPLODE commands, put the 
following command behind it. 
:PLAY 7,7,A,B (A = 1 to 7/B 
- 0 to 65535 or 32767 
depending on your Oric). 

The Oric also has a very 
hidden and very devious bug 
namely in the IF .. THEN .. 
ELSE statement. It has the 
tendency to add an Y to the 
variable-name before the 
ELSE. Here is a small 
program to cure this. 

10 BEGIN-£400: POS- 
BEGIN 
15 REPEAT 
20 READ DTA 

25 CHECK = CHECK + DTA 
: POKE BEGIN, DTA : 
BEGIN - BEGIN + 1 
30 UNTIL DTA - 255 
40 IF CHECK <> 2838 THEN 
PRINT” Sorry, typing 
error!” : END 

50 DOKE £F0, BEGIN : END 
100 DATA £C9, £C8, £D0, £05, 
£20, £61, £CA, £D0, £07, 
£C9, £27, £F0, £F7, £4C, 
£E8, £00, £FF 


*For £ read hash character. 

Hopefully some of the more 
stubborn people who have 
kept their Oric have some 
benefit from these 
suggestions. I’ve given up on 
Oric Products’ vague 
promises of bug-free ROMs 
and soon-to-come-out! 
peripherals and, because of 
the lack of good and original 
software, I’ve traded in my 
Oric for a Spectrum. 

Paul Kolenbrander, 
Eindhoven, 

Holland. _ n 



BUG-BYTE 
BITE BACK 

Dear Sir, 

I was most upset to read an 
article entitled ‘Just what is 
going on here’, concerning 
Manic Miner, in the January 
issue of Computer and Video 
Games. The information given 
was nearly all false, and I am 
surprised that you have not 
checked with us. I would like 
to make the following 
points:— 

1) Matthew Smith was never a 
Bug-Byte employee — he 
worked on a freelance 
basis. 

2) There was no clause in his 
contract giving him ‘the 
right to force Bug-Byte to 
withdraw Manic Miner’. 

The very idea is ridiculous. 

3) There were no rumours of 
falsified sales figures that 
we know of. 

4) There was never any 
dispute between Matthew 
Smith and Bug-Byte over 
missing royalties. He has 
been paid over £20,000 in 
royalties to date. 

5) We have not lost all rights 
to the sequel — we are 
shortly to release an 
upgraded version for the 
Commodore 64. Also, we 
have registered the name 
‘Manic Miner’ as a trade 
mark. 

The essential reason why we 
lost the original Manic Miner 
is that Matthew Smith is 17 
years old — i.e. a minor (no 


pun intended), which means 
that the validity of his 
contract with us would be a 
matter of dispute in a court of 
law. We have better things to 
do than fight long and 
expensive legal battles, 
especially over a program 
which was past its peak. 

We now have a new form 
of contract for programmers 
under 18, which is to be 
signed by parents or 
guardians. 

As you can now see, your 
article was unnecessarily 
damaging to Bug-Byte and I 
would be grateful if you 
could publish the truth on this 
matter to put things right. 

A. D. Baden, 

Director, 

Bug Byte, 

Liverpool. 

REPAIRING 
THE RAM! 

Dear Sir, 

Please could you tell me if 
there is anywhere I can send 
my faulty RAM-pack to be 
repaired? It’s a ZX81 16K 
RAM-pack and I received no 
guarantee with it. 

I get C&VG regularly, but 
have never seen an 
advertisement for repairs. 
Simon Pritchard, 

Sharnbrook, 

Bedfordshire. 

Editor’s reply: Sinclair 
Research Ltd, 23 Motcomb 
Street, London SW1 are the 
people to contact about 
repairing your RAM-pack. 
However, due to the low 
price of 16K RAM-packs, it 
may be cheaper to buy a 
new one. If you do — make 
sure you get a guarantee! 

MURE GAMES 
FDR VIC? 

Dear Sir, 

You stated in your ‘Games 
Players’ guide to the Micro, in 
your December issue that the 
Spectrum is backed up by 
the largest amount of games 
software available for any 
current machine. This is not 
true. 

If any Spectrum owners 
have compiled a list, then I 
would expect there to be 
about 500 titles. In 
comparison, there are over 
1,000 titles for the Atari or 
Apple, a figure approaching 


that for the Commodore 64 
and, according to the file I 
have compiled on my micro, 
1,815 titles for the Vic-20 — 
about 95 per cent are games. 

Interestingly, it would cost 
£19,980 to acquire all the Vic 
software. This may seem a 
lot, but bear in mind that the 
odd few business and utility 
programs are expensive, and 
many titles are on cartridge. 
There are approx 190 Vic 
cartridges. 

I am not patting myself on 
the back for buying a Vic, 
although much of its software 
is excellent. I wish I had a 
Spectrum so that I could play 
Scrabble, Ant Attack or Atic 
Atac and get onto Micronet 
800 and Prestel! 

Let me leave you with a 
final point. Why isn’t there at 
least one shop in London with 
a decent range of software 
on display for any of the 
above mentioned machines, 
selected by someone who 
owns a micro? 

I reckon the first store to 
risk more than a grand on 
stock will suffer from the old 
beaten path syndrome. 

John Keogh, 

North Finchley, 

London. 

JOIN THE 
CLUB! 

Dear Sir, 

I am writing to inform you of 
an Adventure Club I am 
starting. This Club will consist 
of a file kept on every 
member which will have: 
Name, Address, Tel, 

Computer type and a list of 
the Adventures that they have 
or have not solved. Also 
I there will be a newsletter 
' published each month which 
will have reviews and articles 
that have been sent in by the 
members. There will also be 
an area in this letter for 
people to sell and buy 
finished programs and such. 

There will, of course, be a 
membership fee of £1.75 
which I hope will cover costs. 
I am open to suggestions and 
questions and you can get in 
touch with me on 542294 
(9am-5pm) 741013 (before 9 
or after 5) 

Christopher Tihanyi 
23-25 Houlton St. 

Bristol, 

BS2 9DH. 
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JTTEEnpLaLI 23* 

134 St. Vincent Street, Glasgow G2 5JU. Telephone 041 -248 2481 


CHICKAROO: A word recognition game for 
children. Find the missing letter is the name of 
this game which can be used by up to four 
players. 


PIRATES: A childrens game based on word 
recognition. Identify the concealed word before 
you reach the end of the plank or else face the 
perils of the deep. 

A vocabulary of 100 words is supplied with both 
of these games, however, parents have the 
option of adding their own data files. 



BBC EDUCATIONAL 




THE ILLUSTRATOR: A graphics design 
package which can be used in a graphics 
Modes 1 or 2 to generate full colour Illustra¬ 
tions on the screen of your micro. This package 
allows graphics and text to be mixed on screen 
and saved on tape for later use. 


MAD MONTY: A fast and furious version of the 
snake in the garden game for the MODEL B 
BBC MICRO. Monty — the well known python 
— lives in a garden inhabited by juicy flowers. 
Help him munch his lunch but mind those rocks 
and walls! 




BBC GAMES AND UTILITIES 


MAD MONTY: It’s mealtime for MONTY the 
MAD python and frogs are on the menu! Guide 
him round the garden gulping frogs and 
munching magic mushrooms — beware those 
toadstools and if you keep your cool mouse 
may be on the menu. 


■N 


MAD MONTY: This version of the snake game 
has 7 screen layouts and five speeds from 
sublime to ridiculous. Monty munches frogs for 
lunch and is partial to the odd mouse for afters. 


THE ANIMATOR: The perfect DRAGON 
graphics tool allows you to define your own 
characters and then make them spring to life 
on the screen. The animated routine can then 
be saved on tape and combined with others to 
create your own games. 



DRAGON 32 


COMING SOON: Complete machine code 
toolkit for the 64. Assembler, Disassembler, 
Monitor, Hex dump. 




COMMODORE 64 


SCREENPLAY SOFTWARE MORE FUN THAN GAMES 


Our range of software includes games but we believe that your micro should do more than test your 
reflexes. For example, CHICKAROO and PIRATES are educational products designed to help you extend 
your childrens’ vocabulary. 

THE ILLUSTRATOR turns your TV screen into an electronic canvas. The only limit is your imagination. 
DRAGON users are you bored with other people’s games? Let THE ANIMATOR help you create your own. 

LIBERATE YOUR MICRO WITH SCREENPLAY SOFTWARE 



BBC 

TICK 

PRICE 

CHICKAROO 1 1 

£7.96 

PIRATES 


£7.95 

THE ILLUSTRATOR 


£9.95 

MAD MONTY | 

DRAGON 32 


| £7.95 

THE ANIMATOR 

MAD MONTY 

COMMODORE 64 


£9.95 

£7.50 

MAD MONTY 

nn 

£6.50 


Please send me the products I have marked. 
Send to: 

Name. 

Address. 


I enclose Cheque/P.O. to the value of £. 

made payable to Screenplay. 

SCREENPLAY, 134 St. Vincent St., Glasgow G2 

ALLOW 14 DAYS FOR DELIVERY. 


































PERSON! (QNPUTERS 

48 Junction Road, Archway, London N19 5RD 

TEL: 01-263 9493 and 9495 





fr commodore 

64 

c , £195.95 

.. £195.95 

1541 diskdrive;.•••. ngs.95 

MPS-801 dot matrix printer. £2gg g5 

1526 dot matrix printer. £14g ' 95 

1520 printer/plotter. £ 195.95 

1701 colour monitor. £ 39.10 

C2N cassette deck. ' £g50 

Quickshot joystick. . 

Intro to Basic (parti).. gg5 

Programmers reference guide £4g 5g 

Speech Synthesiser . £5 95 

Microguide (Keyplate). 

SUPERBASE 64 

The complete information system 
lo , th e 64. No manor v.ha, your 
business or interest, with SUPER 
BASE 64 you have a totally flexible 

‘record’system, as big as you want 

it as fast as you need it. 

Create your own formats, enter 
£ufmoU. change layouts and 

data fields. c - nt 

Superbase links to Easy Script. 

Only £99.95 


commodore 

64 packs 

smMTERPACK 64 BUSINESS PACK 

C2N cassette deck 1541 disk drive 

Intro to Basic (parti) MPS-801 printer 
Quickshot joystick Boxofdisks + boxof 

Game of our choice P a P er Q( - n « 

Only £255.00 0nly£595.00 

64 BEGINNERS PACK 64 H0ME/BUSINESS 

aS Sac s) 

Only EZZS.uu 0F 10 d1S ks) 
Only £395.00 


BBC Model B computer. £399.00 

BBC Model B with disk interface. £469.00 

BBC Model B with Econet interface. £446.00 

BBC Model B with disk and Econet interface. £516.00 

Disk interface (price includes fitting). £97.00 

Econet interface (price includes fitting). £70.00 

Speechinterface(priceincludesfitting) . £55.00 

Microguide (Keyplate) . £5.95 


> DISK DRI VESi 

CUMANA DISK DRIVES TORCH Z80 PACK 

rQonnc in9 ! eSided4 ° Tr100K . £228 ' 85 2 x 400K (formatted) floppy disk drives 

CS200 Single sided 80Tr200K. £263.35 Z80 second processor 

CS400 Double sided 80Tr 400K. £356.50 andthefollowingFREEsoftware 

CD400S Dual Single sided 80Tr400K.... £562.35 Perfect Writer Perfect Speller 

CD800S Dual Double sided 80Tr800K £661.25 Perfect Filer Perfect Calc 

Only £825.00 


PRINTERS' 

RX80 (Tractor only) Dot matrix .... • • ■ ■ • • 

RX80FT(Friction &Tractor) Dotmatrix ggg 
FX80 (Friction & pinfeed) Dotmatrix. 

FX100 (Friction & pin feed) Dot matrix.. . • 

G P100 (Tractor only) Dot matrix. . E195 S0 

■MONITORSI 

I Commodore 1701 
Colour and Sound 

IMicrovitec 1 4"Colour. £247 ? J 

J BMC 12"Green screen. £119 qsl 

J Turntable stand for BMC. £iq «l 

I Phillips Green screen.... £ 7 g nn I 

to RGB - RB ^ Composite an" 

£228.851 


Juki DaisyWheel. 

BBC to Centronics cable. £11.95 

64/VIC to Centronics cable. £19.95 

Software for above. £7 - 95 

[s.S.® D 4 0Tr . ® ' ' 1 

compute 1 

. £13 1o^P^' £3 00ab ° X 


Our range of products is far too large to put into this advert. Besides the complete 
range of Commodore and BBC we also stock all the latest software and books for the 
64, VIC, BBC and Dragon. 

THE BEST WAY TO 

BUY A COMPUTER 

CHROMASONIC IT. 

We guarantee all our products for 1 year (on 64 and VIC 2 years). Payment may be made by 
Access, Barclaycard, Bankers Draft, Building Society cheque or cash. Sorry, cheques need 4 
day’s clearance. Postage and packing: Please allow £8.00 per computer, disk drive, printer or 
monitor (this price also includes insurance). ALL PRICES ARE INCLUSIVE OF VAT. 

WE RESERVE THE RIGHT TO ALTER PRICES WITHOUT PRIOR NOTICE 
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Rescue puts you right 
in the pilot’s seat. Airlift your men to safety 
away from the enemy tanks and aircraft. Hi-res graphics at 
low-cost price. Only £5.90. Available for the Spectrum only. 

The exploits of Eskimo Eddie and his faithful pal Percy Penguin can 
mean only chills and thrills in Santaland with Growler and the Snowbug 
to hot-up the action. Cracking fun on your Spectrum for only £5.90. 

Conquer the mighty Kong in one of the UK’s best sellers. Rescue 


Try Transversion, if you dare! 

Eliminate the Alien Pods in their Galactic Grid 

under the protection of their Guardians. It’ll make your green fingers 
itch with excitement! Only £5.90. Available for the Spectrum only. 

Seek out treasures on the treacherous Island of Death but 
beware the dangers of quicksand, tunnel bugs, giant ants 
and snakes ... to name but a few! For the Oric I only. £6.90. 

Hunchback - just like the Arcade original. Rescue Esmerelda but 
you’ll have to swing the rope, jump the ramparts and avoid the arrow s^ 
knights and fireballs. It really rings with fun and excitemen 
only £6.90. For the Spectrum, Commodore 64 & Oric I. 

The escapades of Moon Alert could turn even you into a 
complete Lunartic!. You’ll really lift-off for only £5.90, but we warn 
you . .. it’s no walkabout. Available for the Spectrum only. 

- Now you can try your handicap on the testing greens of the famous 
Royal Birkdale. Set the wind direction and speed, select your iron and 
use your skill to emulate the golfing “greats’.’At only £6.90 you’d better 
join this club now! Available for the Spectrum only. 

Armageddon, and this could be your last chance to save the Earth 
from nuclear attack. For only £5.90 (Spectrum) & £6.90 (Com. 64) 
you can command the missile defence battery ... don’t miss it! 


Don't miss the 
k. boat!., r 
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COMMODORE 641 


i.PEfTRU 


..„ , u mai ? en ,r ° m ™ e ™ e ? ot tne m, &™y - Qcean Softwarei m 

You ve never seen anything like Mr. Wimpy - thecliet lOCeml "" Bunding, Stai^sSiWI 
aniest burger battle to sizzle your screens. The greatest game I ■ I Manchester Hi 

under the bun for only £5.90. - Spectrum, and %. u . . ,r .i --irr:.— ct— ~ Telephone: 061 832 9143. 
only £6.90 on the Commodore 64 and Oric I. 

Ocean Software is available from selected branches of: WOOLWORTH, W H SMITH, John Menzies, LASKYS, Rumbelows, 
^nortrnm and all onnrl software Healers. Trade enauiries Dhone: 061 832 7049. 


...fun-packed 
voyages on 
the Ocean lines 
-just the 
i > ticket! i 



















































RICHARD SHEPHERD SOFTWARE 


ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAM, SLOUGH, BERKS 
CREDIT CARD HOTLINE 06286 63531 


A global spy-chase and 
maze adventure for the 
48K Spectrum and Dragon 02 

■ppW! 

RICHARD SHEPHERD 

-.a- 

SOFTWARE 


A spectacular 3-D 
adventure for the 
48K Spectrum and Dragon 32 

RICHARD SHEPHERD 
SOFTWARE 


maz< 


A spine chilling adventure... enter via the dungeons 
. . . navigate your way through 500 3-D rooms . . . 
survive the swooping vampire bats . . . reach the 
terrifying top . . . confront and kill Count Kreepie, 
ridding the world of this Transylvanian Terror. 

Can you survive the Top of the Tower? £6.50. 


Locate the secret island hideaway of the mysterious 
meglomaniac Dr. Death. Follow his trail across 
continents, through complex puzzles, coded 
messages and 3-D mazes. Discover the entrance to 
his underground lair — but beware — even with 
your death-defying gadgets his evil henchmen may 
still win the day! £6.50 


SELECTED TITLES AVAILABLE FROM 

W.H. SMITH, JOHN MENZIES, BOOTS 

AND ALL LEADING COMPUTER STORES 


tJ 







ADVENTURES INTO IMAGINATION" 




RICH A RDSHE P H E RD 
SOFTWARE 


RICHARD SHEPHERD 


SOFTWARE 



NEW DEALERS WELCOME — RING (06286) 63531 FOR DETAILS 


All programs are sold subject to the condition that they may not. by way of trade or otherwise, be lent, hired out, resold or otherwise circulated without the written permission or Richard Shepherd 
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The leading game (APOCALYPSE) 
has four different maps, on an^ 
one of which you may fight your 
war (see section A.). An additional 
tape which contains a further six 
maps may also be added to 
expand your atlas (see section B.). 
Alternatively, you can be NERO in 
the FALL OF ROME or Napoleon's 
right-hand man in NAPOLEON'S 
CAMPAIGN in 1813 (see section 
C.). Can you survive the War of 
1984 or could you lead your 
marines from island to island 
in the PACIFIC war? (see 
section D.). 


NEBULA A masterly introduction to a strateqy qame! 
48K Spectrum 
£6.96 inc. VAT and P&P 



REBEL STAR RAIDERS Can you survive the Rebel Star Raiders? 

48K Spectrum 
£9;95 inc. VAT and P&P 

FIRST EMPIRE Your introduction to complete H OW TO ORDER. You may purchase any of the items listed by 

"Table top moderated war aames" cheque or postal order. All you have to do is fill in the details in the 

48K SDectrum & RRP coupon enclosing your cheque/PO. made payable to Redshift Ltd, 

fid OR inr V/AToi a bko ^ y< ? ur order wMI be dis P atch ed within 7 to 14 days. All prices 

^ tn4.95 l inc. V AT and P&P inclusive of VAT and P&P 

TIMFIOPnC , .. , ! rTost to: REDSHIFT LTD, 12c MANOR RD, STOKE NEWINGTON, N16. 1 

I llvlt LUKUb Get entangled in the complexities of time travel... j 

BBC £9 95 inr VAT and PffrP I 1 wou,d ,,ke to purchase item(s): 

^ 113.30 me. vai ana KttK I (please cjrcle/tick item(s) required) | 

I A B C D (For Apocalypse) Available for BBC/Specrum (Delete which ! 
......♦ j s not applicable) 

I I—I I—I Rebel Star I—I 

I——I Nebula L__J Raiders I I First Empire 

I D Time Lords 

I I enclose my cheque/RO. for £. | 

REDSHIFT LTD. fc) j- j 

12c MANOR ROAD, STOKE NEWINGTON, LONDON N16 • * 

TEL: (01) 8001333 I I 

Apocalypse is produced under licence from The Games Workshop Ltd. I Tei (Day) Te i (Eve) 

Please allow 7 to 28 days for New Releases 


CVG3/.84 





















































































































































































COMPETITION COMPETITION COMPETIT 



DEVIOUS 

DECATHLON 


Oh no! Now what — not more competi¬ 
tion entries! It’s ail Eugene’s fault for 
persuading us to have all these great 
contests in the magazine. Bring back the 
JOB and start sorting the mail again 
chaps! 

The third great contest in our fun- 
packed December issue was the De¬ 
vious Decathlon, created by ace puzzler 
Trevor Truran. He set you a stiff test of 
ten puzzles to challenge mentathletes 
everywhere. 

Ten Atari VCS home video games 
centres, plus three Activision games 
cartridges — including the brand new 
Activision Decathlon game — were up 
for grabs. And it seemed like all our 
readers wanted to go for gold, judging 
by the entries. 

Anyway, here are the winners who 
will be receiving their prizes, from our 
friends at Activision. Well done every¬ 
one! 

The winners, who all got 24271 points 
out of a possible 24285 are: 

Ivor Harris, Loughborough, Leics. Nigel 
Robson, Bishop Sutton, Avon. Simon 
Hunt, Crafield, Bedford. Peter Hardisty, 
Wimbledon, London. Patrick Quill, 
Liverpool. J. Thompson, Manchester. I. 
B. Macneill, Fort William, Scotland. Sue 
Osborne, Romney Marsh, Kent. Nigel 
Howson, Broughton Brigg, South Hum¬ 
berside. Alan Batchelder, Warwick. 

Congratulations to mentathletes 
everywhere. But no-one got the triangle 
question right! The answer, says Trevor, 
is 65. 


WHOSE FINGERPRINT 


through the fingerprint maze and dis¬ 
cover just who it was lurking in the 
C&VG office. By following the correct 
path to the centre of the print, you’ll 
discover the name of the culprit. And 
just to make it more interesting, the 
first ten names out of the C&VG mem¬ 
ory bin on March 16th will win some 
games or a games tape for their com¬ 
puter. 

Fill in the coupon below and mail it 
to Fingerprint Contest, Computer and 
Video Games, Durrant House, 8 Her¬ 
bal Hill, London EC1R 5EJ, to reach us 
before March 16th. 


Dark and murky things went on be¬ 
hind the scenes while Mike Singleton 
was writing Treachery for us. There 
were rumours of industrial espionage 
and other computer magazines 
sneaking about the C&VG offices 
attempting to discover our secrets. 

One day when we arrived at the 
office we found this fingerprint on the 
door of Bug Hunter’s cupboard. We 
have to keep him locked away at 
night you see — otherwise he escapes 
to watch Crossroads and we don’t see 
him again for weeks. 

Anyway, can you find your way 


HOLMES — THIS 
IS YOUR LIFE! 


Holmes continued to puff away on his pipe — 
but as he read further down the letter his 
eyes widened in amazement and he gave a 
gasp! ... The figure pushed the window 
open, brandishing a heavy square object that 
he pulled from his coat. Holmes turned to 
face him — gasped — checked the letter — 
“Oh no! What I read was true!” he cried. The 
figure gave an evil-sounding laugh and said, 
“Yes! It was true! Tonight, super-detective 
Sherlock Holmes, This Is Your Life!” 

This winning entry from Gareth Randall of 
Essex was just one of several using Eamonn 
Andrews as the theme in the Sherlock 
Holmes competition. Other entries which 
made the judge’s eyes widen in amazement 
were from Mr R M Stewart, Edinburgh, Car¬ 
men Molner from London, Joshua Dubin and 
Asdis Bergtharsd’ottir from Iceland. 

And finally the last offering to be chosen 
was from Robin Morley of Nottingham — 
Holmes exclaimed, “Well I never — a micro¬ 
drive order form! That wraps up the mys¬ 
tery of the missing microdrives!” Holmes 
threw himself to the floor as Ian Logan dived 
into the room, snatched the form with a 
cackle, and leapt out! 

Well done to the six super-sleuths — a 


The culprit was: 


Name 


Type of computer you own 


COMPETITION COMPETITION COMPETT! 

















































TION COMPETITION COMPETITION CO, 


NUMBER PUZZLE 


The Number Chart puzzle had you all 
working very hard with the aid of your 
micros — the correct answer to this 
brain teaser is 3816547290 and the first 
seven correct answers out of the C&VG 
memory bin were: S. Gutteridge from 
Leicester who solved the problem in 
just over 80 seconds, R. Porter from 
Wirral who claims two mins 41 secs, 
Pedro Miguel Loureiro from Portugal 
who took just under five mins, G. J. 
Snuggett from Sussex, Rev. M. 
Broadhurst, Cheshire, Kathy Morris, 
BFPO 34 and Paul Hammond from 
Peterborough. C&VG t-shirts are on 
their way to you all. 


3. 


4. 


THE QUESTIONS 

1. Who was Holmes’ arch-enemy? 

2. Where did Holmes keep his 
cigars? 

In which London street did 
Holmes live? 

In what magazine did the original 
Sherlock Holmes stories appear? 

5. What subject did the creator of 
Holmes, Sir Arthur Conan Doyle, 
study at university? 

6. What was the title of the very first 
Sherlock Holmes story? 

7. What was Dr Watson’s full name? 
Where did Conan Doyle die? 
What type of hat did Holmes like 
to wear? 

For what was Conan Doyle knight¬ 
ed in 1902? 


8. 

9. 


So now you know what was in the letter 
that upset our friend Sherlock so 
much. .. but can you answer a few 
more questions about the super-sleuth? 
If you can solve The Case of the Ten 
Questions, a brand new Sherlock 
Holmes Adventure game from Mel¬ 
bourne House could be yours! We’ve 
got 20 of these Adventures for the 48k 
Spectrum to give away to any of you 
who can solve the case and get your 
answers into us by March 16th. The 
Sherlock Adventure comes from the 
same team who brought you The Hobbit 
— so it’s going to be good! 

Our Adventure expert Keith Camp¬ 
bell has come up with the questions that 
will test your knowledge of Sherlock 
Holmes and his Adventures. 

Once you’ve got the answers, send 
them in to us Computer and Video 
Games , Sherlock Adventure, Durrant 
House, 8 Herbal Hill, London EC1R 5EJ. 
And remember the first 20 correct 
answers will get a prize. Closing date is 
March 16th. Normal C&VG competition 
rules apply and the editor’s decision is 
final. 


THE GOLDEN JOYSTICK AWARDS 


ESPECIALLY FOR 
HOLMES LOVERS 


You can all stop holding your breath 
now! The moment you’ve all been wait¬ 
ing for has arrived. Yes, we’re ready to 
announce the winners of our Computer 
and Video Games 1983 Golden Joystick 
Awards. 

These are the awards that we hope 
will become a symbol of excellence in 
the software industry — a measure of a 
good software company and good pro¬ 
ducts. 

We know that many software houses 
work hard producing top quality soft¬ 
ware and provide good after sales ser¬ 
vice to their customers. 

This is what Computer and Video 
Games hopes to reward by asking you, 
our readers, to vote for your top game 
and favourite software house — among 
other categories! 

Since we first announced our Golden 
Joystick Awards, several other award 
schemes have sprung up — but accept 
no substitutes, C&VGs joysticks truly 
reflect popular support for a game or 
software house because YOU have 
chosen the winners. 

Throughout the year the C&VG office 
has been flooded with nominations for 
our various Golden Joystick Awards. A 
large variety of personal tastes and per¬ 
sonal preferences came to light as we 
analysed the results — proving that one 
person’s favourite game was another 
person’s bowl of cold porridge! 

Literally hundreds of games for all the 
popular micros were nominated. But 
despite the number of home computers 
on the market —- and the amount of 
software around —- all our award win¬ 
ners were clearly head and shoulders 
above their competitors. 

So, at last, here they are, the 1983 
Computer and Video Games Golden 
Joystick Award winners. A fanfare 
please maestro! 


GAME OF THE YEAR 1983 

1. Jet-Pac (Ultimate Play the Game) 

2. The Hobbit (Melbourne House) 

3. Manic Miner (Bug-Byte) 

4. Arcadia (Imagine) 


SOFTWARE HOUSE OF THE YEAR 
1983 


Ultimate Play the Game. 
Melbourne House. 
Imagine 
Llamasoft. 


BEST ARCADE STYLE GAME 

1. Manic Miner (Bug-Byte) 

2. Penetrator (Melbourne House) 

3. Arcadia (Imagine) 

4. Zalaga (Ardvark) 


BEST STRATEGY GAME 

1. The Hobbit (Melbourne House) 

2. Football Manager (Addictive 
Games) 

3. Planet Invasion (Microdeal) 

4. Chess (Psion) 


BEST ORIGINAL GAME 

1. Ah Diddums (Imagine) 

2. Psst! (Ultimate Play the Game) 

3. Ant Attack (Qulcksilva) 

4. Splat (Incentive Software) 


All the Golden Joystick Awards were 
presented at a special dinner held in 
London. Representatives from all the 
top software houses were there to see 
Radio One DJ, Dave Lee Travis, present 
the Golden Sticks. We’ll have a full 
report on the celebrations in our next 
issue. 

Don’t forget — if you missed your 
chance to vote in 1983, why not get in 
first for our 1984 Golden Joystick 
Awards? Make sure you have a say in 
the awards by filling in the coupon 
below. In the meantime, congratulations 
to all our winners. 
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(Use this 
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223 afraid no no ° m ~ i 
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Game of the Year 1984- 

First choice .... 


I 


l 


I 


I 


Second choice 

Software House of the Year- 

First choice. 

Second choice 

Best Original Game: 

First choice 


I 


I 


I 


10 
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Second choice 

Best Adventure Game: 

First choice. 

Second choice 

Best Arcade Style Game: 

First choice .... 


_L _ 


Second choice 


WON COMPETi 
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WRITTENBY 


MUSIC BY 
CHRIS COX 


PRODUCED BY 
RICHARD JONES 


ORIENTAL 

EXPERIENCE 

WITH 

i 30 LEVELS! 


ONLY 

£7.00 























Gobble” 


Now that Atari i 

your computer, oui 

Forget ghostly ^ nf - 

imitations. They need d fjl. j 

not darken your screens a moment longer. ( 
Because now you can play Atarisoft™ games 
on your own home computer. I 

Pin-sharp graphics, quick slick movements 1 
- games that really challenge your skills. « 

Games so close to our originals, it’s like having 1 
an ‘Amusement Arcade” in your own living room. 1 

SINCLAIR ZX SPECTRUM: ALL AVAILABLE ON CASSETTE. OUT NOW-PAC-MAN,* MS PAC-MAN,* GALAXIANJ OUT SOON-DONKEY KONG,* DIG DUG D POLE DUG 
POSITION* MOON PATROL? B.B.C. MODEL‘B’/ACORN ELECTRON: ALL AVAILABLE ON CASSETTE. OUT SOON - MS PAC-MAN,* DONKEY KONG,* DIG DUG, D POLE POSITION? Tl < 
BATTLE ZONE.® COMMODORE VIC 20: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN* DONKEY KONG,* DIG DUGP OUT SOON-MS PAC-MAN* 

GALAXIAN* POLE POSITION,* JUNGLE HUNT V MOON PATROL? STARGATE , 0 JOUST 0 COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN ,* DIG For 

t PAC-MAN, MS PAC-MAN AND CHARACTERS ARE TRADEMARKS OF NAMCO LTD. } TRADEMARK OF NAMCO LTD. * TRADEMARK AND © NINTENDO OF AMERICA INC. 1982,1983. DDIG DUG IS CREATED AND DESIGNED BY NAMCO LTD, MANUFACTURED UNDER LICENSE BY ATARI INC. ATRADEMARK AND © NAMCC 



1982. ^ 









make games for 
ir rivals don’t stand 

? O oVlOriPA We’ve written the 
L d V/l 1CU. lV/programs to suit your 


r 

1 . 


computers exact requirements. 

Look at our extensive range of titles. We will 
be adding to this list so that you can expand your 
library of Atari games. After all why choose a 
ghost now that' “ “ ” " “* 

you can have 
the real thing? 






1 DUG D robotron 0 centipede;” defender? out soon-ms pac-man; galaxian? jungle hunt, v moon patrol? pole position? STARGATE? JOUST- 

iM a : T | 99/ 4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN) DONKEY KONG,* DIG DUG, D R0B0TR0N? CENTIPEDE,’" DEFENDER? STARGATE. 
DIG For further information, write to Atari International (UK) Inc., RO. Box 407, Blackhorse Road, London SE8 5JH. 

IAMCO I 1982. VTRADEMARK AND © OF TAITO AMERICA CORR OTRADEMARK AND © WILLIAMS ELECTRONICS INC. 1982.™ TRADEMARK OF ATARI INC. ® ATARI AND DESIGN, BATTLE ZONE, REG U.S. PAT. AND TM OFF. 


A1ARISOFT 








The very latest 


i : 1 


from Spectrum 


Just Arriving! It’s the new, superb 

COMMODORE SX 64 PORTABLE 



BIG NEWS from Spectrum - stocks are just arriving of the incredible 
new Commodore SX 64 Portable Colour Computer... a dream come 
true for the executive! This superb, compact Micro incorporates all of 
the top-selling Commodore 64’s functions, and features a detachable, 
full-function keyboard plus built-in colour monitor AND single disk 
drive. 

We’re very exited about this long-awaited development and, to 
celebrate its introduction, we’re giving FREE with each SX64 Portable 
three highly versatile programs - Easy Script, Future Finance and Easy 
Stock. The Commodore SX64 Portable is complete and ready to 


SPECTRUM £ 
PRICE 


895 


Now available! 

COMPUTAPE 

Fantastic Value from Spectrum! 

SUPER-SAVER 

CASSETTE RECORDER 

Cl 5 Reel to reel cassettes for 
under £1 - see your local 

SPECTRUM dealer for details. 

For COMMODORE 64 & 

Vic-20 ONLY £19.95 



• For up-to-date news, information 
& offers from SPECTRUM - see PRES- 
TEL page 600181 for full details. 


COMPUTER 

DEALERS 


(or prospective Computer dealers!) 
if you would like to know more about 
becoming a SPECTRUM APPOINTED 
DEALER on an exclusive area basis, 
please write to MIKE STERN or 
DUDLEY LANGMEAD Spectrum (UK) 
Ltd., Burrowfield, Welwyn Garden 
City, Herts, or Telephone (07073) 
34761 


UP TO £1,000 
Instant Credit 

With your Spectrum 
Chargecard 

[j speclruinU 


CHARGE CARD 



• There's up to £1,000 worth of 
Instant Credit available on a Spec¬ 
trum Chargecard. See your local 
SPECTRUM dealer for written 
details (UK mainland only) Typical 
APR - 30.6% 


Another first from 
SPECTRUM! 

Introducing the exciting new 

ORIC 

ATMOS 



■ Powerful basic operations ROM means 
huge RAM memory capacity 

■ Wide range of exciting programs 
available 

■ Built-in Centronix printer interface 
(no RS232 needed - just plug in 
your printer) 


■ Typewriter-style full-response 
keyboard 

■ Seperate keys for cursor control 

■ Built-in speaker 

I Special sound effects for game 
programmers 


HERE'S ANOTHER FANTASTIC FIRST IN HOME MICROS FROM SPECTRUM - the brand new 
and tremendously exciting ORIC ATMOS 48K computer! 

The ATMOS has taken a remarkable step forward in home computer technology. But 
how? 

Most Micros 'waste' a large amount of memory on operating functions like graphics, colour 
and sound. Oric saw that by running these tasks from a ROM memory, a huge amount of the 
ATMOS's valuable 48K RAM capacity could be freed for more advanced operations. 

So the colour capability (8 graphics, 8 background), powerful sound synthesis and high- 
resolution graphics of the ATMOS are achieved with fewer demands on computing power than 
its competitors. 

So what else makes the ATMOS so exciting? There's now a typewriter-style full-response 
keyboard; it's directly compatible with most domestic cassette players; and there's a wide 
choice of software. The ATMOS is designed for convienience, too - it uses extended Microsoft 
BASIC; your printer plugs in without an RS232; and it comes complete with leads and everything 
you need to get going. 

We've a 4-colour Oric printer (which accepts normal paper) at a terrific value-for-money 
price. Soon, a 3” Microdisc Drive will be available, too, to complete the system. Take a look at 
the superb new ORIC ATMOS, in its highly distinctive black-and-red trim, at your Spectrum 
dealer NOW! 



Spectrum Computer Centres have no connection whatsoever with the ZX-Spectrum Computer manufactured by Sinclair Research Ltd. 













































Now from Spectrum - a 
complete business computer 
system for under £900 



■ Extremely simple to use - no computer experience required ■ Complete & ready 
to run with Sales/Invoicing & purchase ledger programs. ■ Complete end-of- 
month reports at the touch of a button - including Creditors/Debtors lists Sales & 
cash lists, statements, VAT balances etc. 

Includes ■ COMMODORE 64 ■ DISK DRIVE ■ COLOUR 
MONITOR ■ COMMODORE PRINTER ■ PURCHASE LEDGER 
PROGRAM ■ SALES LEDGER PROGRAM ■ EASY SCRIPT 
PROGRAM Plus! ■ FREE! GAMES DISK WITH SIX GAMES 

We'd like you to meet a Micro package that has to be a dream come true for the small business! 

This incredible value-for-money system includes everything you'll need to take the time and drudgery 
out of painstaking book-keeping. 

What makes Spectrum's Commodore system outstanding is the sheer simplicity of the programs 
we’ve chosen. 

Both Purchase and Sales Ledger programs feature an ingenious question-and-answer system that takes 
you quickly and easily through the most complex bookwork. So easily, in fact, that even with no computer 
experience at all you can process book-keeping after a few minutes' practise. 

The Commodore 64's 64K RAM vast memory keeps tabs on all your data. In the space of a few minutes 
it'll give you up-to-date reports of Suppliers' and Customers' balances, payments made and invoices due - 
automatically calculating VAT; it'll produce invoices and statements at the touch of a button - and even 
address them ready for posting. 

The 'Easyscript' program gives you comprehensive Word Processing facilities including Standard Let¬ 
ters and Reports, all with editing facilities. Forthehome user, we've included - FREE - a Games Disk with 6 
super games. 

With this system, you can see at glance everything that matters about your business. 

No Micro has ever been so adaptable for business - quite simply, there's nothing like it at the price. Pop 
into your local Spectrum dealer now, and we'll show you why! 


ALL THIS FOR ONLY 



Normal Total Price £1174.95 

All these items can be purchased seperately from your local Spectrum dealer - ask for our Special Price 


COMMODORE VIC-20 



Super Value! 

STARTER PACK 

A complete Home Computer sys¬ 
tem including the VIC-20 Com¬ 
puter, a Cassette Unit, introduction 
to BASIC part 1 - a simple explana¬ 
tion of computer programs - Blitz, 
Type-A-Tune, Race & Hoppit. A fan¬ 
tastic deal!! and great value-for- 
money. But HURRY! Offer only 
while stocks last 

SPECTRUM PRICE 


99 


139 


Also available: 

VIC-20.£99.95 

Including 4 FREE ROM GAMES 


Commodore VIC-20 
SOFTWARE PACKS 
at HALF PRICE 


Multipack 1: Omega race, 

Voodoo castle, Cosmic crunch Avenger 
Multipack 2: Gorf, Adventureland, Raid 
on Fort Knox, Mole Attack. 

Multipack 3: Sargon Chess, The Count, 
Mission Impossible, Cosmic Cruncher. 
Multipack 4: Sargon Chess, Pirate Cove, 
Rat Race, Super Lander. 

Multipack 5: Omega Race, The Count, 
Menagerie, Mole Attack. 

EACH PACK ONLY 

£19.98 

While stocks last 


For the 

COMMODORE 64 
HOME USER 


COMMODORE 64 
HOME ENTERTAINMENT 

Package 

VIC 1520 Printer Plotter - Special January 

Offer.£99.99 

COMMODORE 64 with 4 FREE 

GAMES.£199.99 

SINGLE DISK DRIVE with FREE Easy Script 

and Future Finance programs.£230.00 

AZTEC Centronics Interface.£29.90 

VISCOUNT Cassette Interface.£12.95 

Plus! 100's of Software Titles now available. 

SAVE £50 

Includes: COMMDORE 64, CASSETTE 
RECORDER, CASSETTE WITH 4 GAMES, 
ZETA CRACKSHOT JOYSTICK 
(Normal Total Price £290.80) 

ss * 1 £239.95 

All these items can also be purchased seperately - 
see your local Spectrum dealer 


Commodore 
1520 PRINTER 
- PLOTTER 


Just Arriving! 

COMMODORE 1526 
PRINTER 



The 1520 

printer plotter draws 
in 4 colours, and prints 
characters and numbers 

£99.99 


Superb Dot Matrix (near 
letter quality printer) 

£345.00 


ACCESSORIES 

FOR COMMODORE 


Viscount Cassette 

Interface.12.95 

Alphacom 42 Printer with Vic 

20 Interface.£99.90 

Stack Light Pen.£28.75 

Plus 80 16K RAM .... £37.99 
Viscount 64K RAM . .. £69.95 
4 Slot Motherboard . £24.95 
Adman Chatterbox... £49.95 
Zeta Joystick.£10.95 


Turn the page for more super 
offers from Spectrum • • • 


Not all stores carry every advertised item, please phone before making a journey - prices correct at time of going to press E&OE 




































































The Top 50 


SOFTWARE 

TITLES 

Selected by Britain’s leading Software Distributor 

MICRO DEALER UK 


Superb value-for-money! 

MEMOTECH 

MTX SERIES 




SUPPLIER MACHINE 

Ocean Spectrum 

Ultimate Spectrum 

Software Spectrum 

Projects 

3-D Ant Attack Quicksilva Spectrum 

Alchemist Imagine Spectrum 

Revenge of Llamasoft CBM 64 

Mutant Camels 

Death Chase Micro Mega Spectrum 

Fighter Pilot Digital Spectrum 

Wheelie Microsphere Spectrum 

Ocean Spectrum 

Crystal Spectrum 


Fighter Pilot 
meelie 
Mr Wimpy 
Rommels 
Revenge 

Hover Bovver Llamasoft CBM 64 

Voyager CBM 64 

Anirog CBM 64 


Quaser 64 
Galaxy 64 
Lunar Jetman 
Hunter Killer 
Zzoom 
Krakatoa 
Jet Pac 
Scooba Dive 


Ultimate Spectrum 
Protek Spectrum 


Imagine 

Abbex 


Spectrum 

_ Spectrum 

Ultimate Spectrum 
Spectrum 


Durrell/ 

Martek 

Crazy Balloons Software CBM 64 
Projects 

Crystal Spectrum 


Halls of the 
Things 
Speed Duel 
Valhalla 


DK Tronics Spectrum 
Legend Spectrum 
Spectrum 


Horace and thePsion 
Spiders 

Kick-Off! Bubblebus CBM 64 

Pool C.D.S. Spectrum 


Attack of the Llamasoft 

Mutant Camels 
3-D Combat zoneArtic 
Harrier Attack Durrell/ 
Martek 

Hobbit Melbourne 

House 

Android Two Vortex 
Invasion of BodyCrystal 
Snatchers 
Jet Pac (VIC) 

Lunar Crabs 
Arcadia 64 
Hunchback 64 
Microbot 


Spectrum 

Spectrum 


Ultimate 

Micromega 

Imagine 

Ocean 

Softek 

Llamasoft 


Metagalactic 
Llamas 
Maziacs 
Stonkers 
The Omega Run CRL^ 
Missile Control Gemini 
Urban Upstart Richard 


DK Tronics 
Imagine 


Birds and the 
Bees 

Push Off! 

Twin Kingdom 
Valley 

I'm in Shock 
Thrusta 


Shepherd 

Bug-Byte 

Software 

Projects 

Bug-Byte 

Artie 

Software 

Projects 

Taskset 


Super Pipeline 
Ask to see these super titles 
dealer NOW! 


Spectrum 

Spectrum 

VIC 20 
Spectrum 
CBM 64 
CBM 64 
Spectrum 
VIC 20 

Spectrum 

Spectrum 

Spectrum 

BBC 

Spectrum 

Spectrum 

Spectrum 

BBC 

Spectrum 

Spectrum 

CBM 64 
at your local 


£5.95 

£5.95 


£5.95 

£6.50 

£5.50 

£6.95 

£5.50 

£6.90 

£5.95 

£ 6.00 

£5.95 

£5.50 

£5.95 

£9.95 

£6.50 

£5.95 

£5.95 

£9.50 

£5.95 

£5.95 

£6.90 

Spectrum 


MEMOTECH MTX 512 
64K RAM 

16 User definable Function Keys • 12 Key Numeric Pad 
• Z80A at 4MHz • 24K ROM containing MTX BASIC • 
MTX NODDY FRONT PANEL DISPAY • ASSEMBLER/ 
DISASSEMBLER Video Display Processor with 16K 
video-RAM • 64K User RAM Twin RS232 Communica¬ 
tions Board ROM Expansions: Node Systems • MTX 
PASCAL • MTX FORTH Eight User Definable Virtual 
Screens 6 Up to 32 SPRITES 


SPECTRUM PRICE 


315 

Also available MTX 500 
32K RAM.£275 


FDX DISK DRIVE 

Up to eight Floppy Drives • Colour 80 

Column Board (optional) Fast Access Silicon 
Discs • Powerful Floppy Disc Controller 

Board CP/M 2.2 Supplied • Teletext 

Compatible 

SPECTRUM PRICE £ 995.00 

Memotech 32K RAM Expansion.£50 

Memotech 64K RAM Expansion.£85.00 

Memotech 128K RAM Expansion_£160.00 

Memotech RS232 Communication 

Port.£60.00 

SEPERATE EXPANSION ITEMS 

Silicon Disc (256K).£385.00 

80 Column Colour Board.£100.00 

Floppy Disc Controller Board.£230.00 

7 Way Bus & Support Software 

for S.O.£50.00 

MEMOTECH SOFTWARE 

Backgammon (Cassette).£8.95 

Chess (Cassette).£9.95 

Blobbo (Cassette).£6.95 

Kilopede (Cassette).£6.95 

Super Minefield (Cassette).£6.95 


DRAGON 
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ACCESSORIES From SPECTRUM 


Cl2 DATA CASSETTES.£0.50 

C15 DATA CASSETTES.£0.58 

VISCOUNT SINGLE SIDED, DOUBLE DENSITY 
(10) (FOR APPLE, COMMODORE, ATARI, 

TANDY).£21.25 

VISCOUNT SINGLE SIDED, SINGLE DENSITY 

(10).£21.25 

VISCOUNT DOUBLE SIDED, DOUBLE DEN¬ 
SITY (10) (FOR SHARP SUPERBRAIN, ETC.) 

.£33.81 

VISCOUNT SINGLE SIDED DOUBLE DENSITY 
96 TRACK (10) (FOR NASCOM, COM¬ 


MODORE 8050, Etc.).£51 36 

EMPTY DISK CASES (FOR 5Va" DISKETTES) 

.£1.95 

DISK HEAD CLEANER KIT.£16.10 

TELEVISIONS 

12" T80 B&W PORTABLE.£59.95 

CTP3131 14" COLOUR PORTABLE . £229.95 
COMPUTER CASSETTE RECORDERS 

.from £27.50 

ZETA Joystick for ATARI, COMMODORE, VIC- 
20 & 64, SPECTRUM & ORIC . ONLY £10.95 


DRAGON PACK 

Including: 

DRAGON 32, Computer Cassette 
Recorder, Joysticks and Dragon 
Games Pack. 


199 


99 


ALL 2 
FOR 
ONLY 

Check with your local SPECTRUM dealer for 
the price of seperate items. 

DRAGON 64 £22S.OO 


SHARP MZ-711 

(AAZ-700 Series Computer) 

FREE! 10 CASSETTE BASED GAMES 

The super new colour computer from 
SHARP. Now available in limited quantities 
- including 10 FREE CASSETTE BASED 
GAMES from SPECTRUM 

£249.95 

With FREE Cassette Recorder 

SHARP PRINTER.£129.95 

CASSETTE RECORDER.£39.95 

SHARP MZ80A£399 


Not all stores carry every advertised item, please phone before making a journey - prices correct at time of going to press E£OE 




























































Sensational 

PRINTER OFFERS 

from Spectrum 


ATARI 600XL 


• 16K RAM expandable to 48K • Full- 
stroke keyboard • Full sound with 3V2 
octave range • 11 Graphic Display 
modes • Full colour (256 Colours - 128 
colours can be displayed at one time) Ask 
to see this super new micro at your local 
SPECTRUM dealer NOW! 


SPECTRUM PRICE 

£IP#^99 


Incredible 
Value! from 
Spectrum 


Coming Soon! ATARI 800XL.£249.95 


1010 CASSETTE RECORDER.£49.99 

1050 DISK DRIVE.£299.99 

1027 LETTER QUALITY PRINTER.£299.99 

1020 PRINTER PLOTTER.£199.99 


ORIC-I 




TOUCH TABLET, TRACK BALL.£39.99 

SOFTWARE 

DIG DUG. £29 99 

LONE RAIDER.£14.99 

And many more 


For the more serious user - 
the better programming machine 

ORIC-1 16K. £99.95 

ORIC-1 48K. ... £119.95 
HALF PRICE OFFER 
Bring a copy of this ad when you 
purchase an ORIC-1 16K or 48K and 
get either the ORIC- 16K or 48K 
Software pack at HALF PRICE (Titles 
may vary in each pack) 




FOR BBC 


CS100E. 

£217.35 

CS100 . 

£244.95 

CS200E. 

£254.15 

CS200 . 

£881.75 

FOR DRAGON 


CDS250 . 

£365.95 

CDS500 . 

£401.80 

CDS1000 . 

£503.95 

CDD500 . 

£557.60 



Model B 

SPECTRUM PRICE 



Sensational Offer for BBC Owners! 

OPUS 

DISK DRIVE 

for BBC Model 'B' 

SPECTRUM LOW PRICE 

£| 


189 



Including: MANUAL & 
UTILITIES DISC 


ACCESSORIES for BBC 


Limited Offer! 

BBC Dual Disk Drive 

SAVE £53.85 

ONLY £750.00 


BBC BUGGY 
£189.00 

Now available: 

RC DIGITAL TRACER for the BBC 

£ 55.50 


GRAF PAD Graphics Tablet.£143.75 

PROLINK Joystick Interface.£9.95 

BIT-PRINT ZX Printer.£89.95 

BBC Single Disc Drive.£265.00 

BBC Disk Interface Kit (inc. fitting).£97.00 

Acorn Software Cassette-Based from.£9.95 

Acorn Disk-Based software.£11.50 

BBC Disk-Based software from.£9.95 

BBC BUGGY Spectrum Price.£189.00 

BBC Disk Manual & Utilities Disc.£34.50 

QUICK-SHOT JOYSTICK Especially for the BBC - Spectrum Price.£19.95 


NEW! 

SEIKOSHA 

Model GPIOOA Mkll 


■ Printing speed 50 C.P.S. 

■ Full Graphics capability 

■ Double width character output under 
software control 

■ Centronics type parallel interface 

■ Paper width is adjustable up to 10 
inches 


SPECTRUM LOW PRICE 

1991 


95 


Other Printer 
Bargains 


■ SEIKOSHA GP100 VC. 

£199.95 

SEIKOSHA GP100 AS. 

£199.95 

SEIKOSHA GP250 X. 

£249.95 

EPSON FX 80. 

£495.95 

EPSON RX 80. 

£314.95 

■ EPSON RX 80 FA. 

£366.85 

ALPHACOM 42 for VIC-20, Commodore 64, Dragon, 1 

1 Atari, BBC with required interface. . . 

£99.90 

ALPHACOM 3C for ZX Spectrum .... 

.£59.95 

■ MICROLINE 82A with RS-232. 

£299.95 

MICROLINE 82A with Graphics. 

£299.95 

MICROLINE Model 92. 

£450.00 

MICROLINE Model 83A. 

£499.95 

■ QUENDATA 60CPS Printer. 

£229.00 

Bit Print 24 for the BBC. 

£89.95 


ALPHACOM 



ALPHACOM 42 For DRAGON, BBC, ~ 
COMMODORE, ATARI (Interfaces extra) 

.Spectrum price £79.95 

ALPHACOM 32 For ZX SPECTRUM 

.Spectrum Price £59.95 

Paper Rolls for Alphacom printers 

Box of 5 Rolls.£6.00 


STACK LIGHT RIFLE 




Available for the SPECTRUM, VIC 
20 and the COMMODORE 64 
(Arriving Now 1 ), comes complete 
with 12 feet of cable and three 
exciting action software games including HIGH 
NOON SHOOTOUT” with full sound effects 

ST" £29.95 


For Commodore 
64, VIC-20 & 

ZX Spectrum 



Including 3 
FREE Games 


Emm 


CHARGE CARD 


UP TO £1,000 
Instant Credit 

• There’s up to £1,000 worth of Instant Credit 
available on a Spectrum Chargecard. See your local 
SPECTRUM dealer for written details (UK main¬ 
land only) Typical APR - 30.6% 


Turn the page for more super 
offers from Spectrum • • • 


Spectrum Computer Centres have no connection whatsoever with the ZX-Spectrum Computer manufactured by Sinclair Research Ltd. 





























































































Everything you’ve ever wanted for your 

ZX SPECTRUM 

Superb ZX add-on’s from your local Spectrum dealer 



s KEYBOARD 


For ZX SPECTRUM 
SPECTRUM PRICE 

‘45 



New & exclusive to Spectrum! 

INDESCOMP 

Superb quality add-on’s for the ZX SPECTRUM 


SOUND 

AMPLIFIER 



£10.95 £39.95 


32K RAM 
PACK 


JOYSTICK 

Interface 



£14.95 £49.95 


DOMESTIC 

CONTROLLER 


INDESCOMP RS232 & CENTRONICS I ALPHACOM Thermal printer for ZX 
PRINTER INTERFACE £49.95 I SPECTRUM - now down to .. £59.95 


DIGITAL TRACER 


From RD Labs 
for the ZX 
Spectrum 

£ 55*50 




ZX SPECTRUM 
I6K 

£99.95 
ZX SPECTRUM 
48 K 

£129.95 

Spectrum Computer Centres have no 
connection whatsoever with the ZX 
Spectrum Computer manufactured 
by Sinclair Research Ltd. 


VISCOUNT DISK DRIVE 


Now from SPECTRUM a Disk Drive for the ZX 
SPECTRUM. The VISCOUNT 5Va" DISK 
DRIVE with interface system and complete 
with all leads. 


ONLY 

£ 245 




CHEETAH 

32K RAM 
Pack 

£39.95 

KEMPSTON 

Joystick £| j 
Interface 

(Joysticks opt. extra) 

CURRAH Speech Synthesiser. £29.95 

DK'TRONICS Lightpen.£19.95 

DK'TRONICS DUALPORT Joystick 

Interface.£14.95 

STACKLIGHT Rifle with 

3 FREE GAMES.£29.95 

Sinclair ZX INTERFACE 2 
The new ROM Cartridge/Joystick interface. 
Loads programs instantly! Takes two joysticks! 
Just plug in and play. ONLY £19.95 
Plus New ROM cartridge software. 



PRISM VTX 5000 

MODEM 



NOW, YOUR ZX SPECTRUM IS YOUR KEY TO THE 
WORLD with the incredible PRISM VTX 5000 
MODEM 

■ Versatile modem for ZX Spectrum (16K or 48K) 
versions ■ Slim design fits easily, matches your 
micro ■ Instant access to Prestel™ & Micronet 800 
information services ■ Instant communication 
with other ZX Spectrum users ■ Use the Prism VTX 
5000 with a Sinclair printer - and print Prestel 
frames 

SPECTRUM PRICE £99.95 



■ 

SPECTRUM PRICE £ 299.00 

Lynx 48K Model.£199.00 

For the Lynx owners who're ready to take the next step, 
the 48K machine can be upgraded to full 96K specifica¬ 
tion for just £89.95 


MONITORS 


Commodore 
Model 1701 

A superb Colour Mon¬ 
itor with sound 

SPECTRUM PRICE 

£230 


PHOENIX Amber (Normally £126.50) .... £82.95 

FIDELITY CMI4 Colour.£199.95 

SANYO 14” Colour TV (ideal as a monitor) 

.£229..95 

SANYO CDD 3I25NB Colour Monitor... £285.35 
SANYO 12” Green Monitor.£99.95 



BOOKS 


GRANADA PERSONAL 
COMPUTING TITLES 

The ZX Spectrum and how to get the 

most from it.£5.95 

The Spectrum Programmer.£5.95 

The Spectrum Book of Games £5.95 
Introducing Spectrum Machine 

Code.£7.95 

The Apple II Programmer’s 

Handbook.£10.95 

Programming with Graphics . . £5.95 

The Dragon & how to make the 

most of it.£5.95 

Computing for the Hobbyist & 

small Business.£6.95 

Simple Interfacing Projects.£6.95 

The BBC Micro: An expert 

guide.£6.95 

Commodore 64 Computing. . . . £5.95 
The Oric-1 and how to get the 
most from it.£5.95 


The Dragon 32 book of games £5.95 

Computer Languages and their 
uses £5.95 

Lynx Computing.£6.95 

21 Ga mes for the BBC Micro £5.95 

Choosing a Microcomputer ... £4.95 

Databases for fun & profit.£5.95 

Introducing the BBC Micro £5.95 

SUNSHINE 

The Working Spectrum.£5.95 

Functional Forth for the BBC . £5.95 

The Working Dragon 32.£5.95 

Dragon 32 Games Master £5.95 

IheiWQrking Commodore 64. . £5.95 

Commodore 64 Machine Code 

Master.£6.95 

The Working Dragon £5.95 

The Working Spectrum.£5.95 

The Working CBM 64 £5.95 

Dragon 32 Carnes Master £5.95 

and many more! 



Spectrum Computer Centres have no connection whatsoever with the ZX-Spectrum Computer manufactured by Sinclair Research Ltd. 
















































































There’s a Spectrum Centre near you.. 



BATH Software Plus, 12 York St 

Tel: (0225) 61676 

BRISTOL Brensal Computers Ltd., 

24 Park Row Tel: (0272) 294188 
WESTON-S-MARE K & K Computers, 
32 Alfred St Tel: (0934)419324 


BEDFORDSHIRE 


BEDFORD Stanad Ltd., 

115 Midland Rd. Tel: (0234) 49341 
DUNSTABLE Dormans 7-11 Broad Walk 
Tel: (0582) 65515 

LEIGHTON BUZZARD The Computer Ctr 
at Milton Keynes Music, 17 Bridge St. 
Tel: (0525)376622 
LUTON Terry-More, 49 George St. 

Tel: (0582) 23391/2 


BERKSHIRE 


READIN6 David Saunders, 8 Yield Hall 
Place Tel: (0734) 580719 


BUCKINGHAMSHIRE 


BLETHGLEY Rams Computer Centre, 

117 Queensway. Tel: (0908) 647744 
CHESHAM Reed Photography & Comp¬ 
uters, 113 High St. Tel: (0494) 783373 


CAMBRIDGESHIRE 


CAMBRIDGE K P Computers Ltd. 19/20 
Market St. Tel: (0223) 312240 
(Open 6 Days) 

PETERBOROUGH Ptrbrgh Communications, 
91 Midland Rd. (0733)41007 


CHANNEL ISLANDS 


GUERNSEY Gruts, 3-5 The Pollett, 

St Peter Port. Tel: (0481) 24682 
JERSEY Audio & Computer Centre. 

7 Peter St, St Helier. Tel: (0534) 74000 


CHESHIRE 


ALTRINCHAM Mr Micro 28 High St. 

Tel: (061) 941 6213 
CHESTER Oakleaf Computers Ltd. 

100 Boughton Tel: (0244) 310099 
CREWE Microman Unit 2, 

128 Nantwich Rd. Tel: (0270) 216014 
MACCLESFIELD Camera & Computer Cen¬ 
tre 118 Mill St. Tel: (0625) 27468 
NORTHWICH Camera & Computer Centre. 
3 Town Square Tel: (0606) 45629 
STOCKPORT Wilding Ltd. 

1 Little Underbank Tel: (061) 480 3435 
WARRINGTON Wildings, 111 Bridge SL 
Tel: (0925) 38290 

WIDNES Computer City, 78 Victoria Road. 
Tel: (051)420 3333 
WILMSLOW Swift of Wilmslow, 4-6 St. 
Annes Parade. Tel: (0625) 526213 


CLEVELAND 


MIDDLESBOROUGH McKenna & Brown, 
206 Linthorpe Rd. Tel: (0642) 222368 


CORNWALL 


ST AUSTELL A B & C Computers, Duchy 
House, 6 Lower Aylmer Sq. 

Tel: (0726) 67337 


CUMBRIA 


BARROW-IN-FURNESS Barrow Computer 
Centre. 96 Church St. Tel: (0229) 38353 
CARLISLE The Computer Shop, 56-58 
Lowther St. Tel: (0228) 27710 
PENRITH Penrith Communications, 

14 Castlegate. Tel: (0768) 67146 
Open Mon-Fri till 8pm 
WHITEHAVEN P D Hendren 15 King SL 
Tel: (0946) 2063 


DERBYSHIRE 


ALFRETON Gordon Harwood 69-71 High 
St. Tel: (0773) 832078 
CHESTERFIELD The Computer Centre, 

14 Stephenson Place Tel: (0246) 208802 
DERBY C T Electronics, at Camera Thorpe, 
The Spot Tel: (0332) 360456 


DEVON 


EXETER Seven Counties (Computers) Ltd., 7 

Paris Street. Tel: (0392) 211212 

EXMOUTH Open Channel, 30 The Strand. 

Tel: (0395) 264408 

PLYMOUTH Syntax Ltd., 76 Cornwall 

St. Tel: (0752) 28705 

TIVERTON Actron Micro Computers, 

37 Bampton St. Tel: (0884) 252854 
TORQUAY Devon Computers, 8 Torhill Rd., 
Castle Circus. Tel: (0803) 526303 


DORSET 


BOURNEMOUTH Lansdowne Computer Ctr 
1 Lansdowne Crescent Tel: (0202) 20165 


DURHAM 


DARLINGTON McKenna & Brown, 
102 Bondgate. Tel: (0325) 459744 


ESSEX 


BASILDON Godfrey’s 28-32 East Walk, 
Tel: (0268) 289379 

BASILDON Godfrey’s Computer Centre, 5 
Laindon Main Centre Laindon. Tel: (0268) 
416747 

CHELMSFORD Maxton Hayman Ltd., 

5 Broomfield Rd. Tel: (0245) 354595 
COLCHESTER Colchester Computer Ctr. 

16 St. Botolphs St. Tel: (0206) 47242 
GRAYS H Reynolds. 79 Orsett Rd. 

Tel: (0375) 5948 

ILFORD Woolfmans, 76 Ilford Lane. 

Tel: (01) 478 1307 
L0U6HT0N Micro & Movie Channel 
309 High Rd. Tel: (01) 508 1216 


HAMPSHIRE 


ALDERSHOT David Saunders, 51 Station 
Rd., Tel: (0252) 20130 
ANDOVER Andover Audio, 105 High St. 
Tel: (0264) 58251 

BASINGSTOKE Fisher’s, 2-3 Market 
Place. Tel: (0256) 22079 
PORTSMOUTH Cygnus Computers Ltd. 
261 Commercial Rd., Tel: (0705) 833938 

PORTSMOUTH (Watarloovllle)G B 

Microland, 7 Queens Parade. 

Tel: (07014) 59911 

SOUTHAMPTON RJ Parker & Son Ltd., 
11 West End Rd., Bitterne. 

Tel: (0703) 445926 
WINCHESTER Winchester Camera & 
Computer Centre. 75 Parchment St. 

Tel: (0962) 53982 


HEREFORD 


HEREFORD Melgray Hi-Tech Ltd., 
49 Broad St. Tel: (0432) 275737 


HERTFORDSHIRE 


BOREHAMWOOD Master Micro, 

36 Shenley Rd. Tel: (01) 953 6368 
HITCHIN Camera Arts (Micro Computer 
Division), 68A Hermitage Rd., 

Tel: (0462) 59285 

POTTERS BAR The Computer Shop, 

197 High St Tel: (0707) 44417 
ST ALBANS (Herts) Clarks Computer 
Centre 14-16 Hollywell Hill. 

Tel: (0727) 52991 

STEVENAGE D J Computers, 11 Town 
Square. Tel: (0438) 65501 
WATFORD SRS Microsystems Ltd., 94 The 
Parade, High St. Tel: (0923) 26602 

WELWYN GARDEN CITY D J Computers, 40 
Fretherne Rd., Tel (07073) 28435/28444 


HUMBERSIDE 


BEVERLEY Computing World, 10 Swaby’S 
Yard Dyer Lane. Tel: (0482 881831 
GRIMSBY RC Johnson Ltd., 22 Friargate, 
Riverhead Centre. Tel: (0472) 42031 
HULL The Computer Centre, 

26 Anlaby Rd. Tel: (0482) 26297 


ISLE OF MAN 


DOUGLAS T H Colebourn Ltd., 

57-61 Victoria St. Tel: (0624) 3482 
(Just Opening) 


ISLE OF WIGHT 


COWES Beken & Son. 15 Bath Rd. Tel: 
(0983) 297181 


KENT 


CANTERBURY Kent Micro Systems, Con¬ 
quest House, 17 Palace St. (0227) 50200 
DOVER Kent Photos & Computers, 4 King St. 
Tel: (0304) 202020 

ORPINGTON Ellis Marketing Ltd., 25 Sta¬ 
tion Sq., Petts Wood. Tel: (0689) 39476 
RAINHAM Microway Computers Ltd., 39 
High St Medway Towns. 

Tel: (0634) 376702 

SEVENOAKS Ernest Fielder Computers, 
Dorset St. Tel: (0732) 456800 
SITTINGBOURNE Computers Plus, 65 High 
St. Tel: (0795) 25677 
TUNBRIDGE WELLS Modata Cmptrs Ltd. 
28-30 St Jofins Rd. Tel: (0892) 41555 


LANCASHIRE 


ACCRINGTON PV Computers, 

38A Water St. Tel: (0254) 36521/32611 
BLACKBURN Tempo Computers, 9 Railway 
Rd. Tel: (0254) 691333 
BURNLEY IMO Computer Centre, 39/43 
Standish St BB11 1AP Tel: (0282) 54299 
BURY (Lancs) Micro-North, 7 Broad St. 
Tel: (061) 797 5764 
PRESTON Wilding’s, 49 Fishergate. 

Tel: (0772) 556250 


LEICESTERSHIRE 


LEICESTER Youngs, 40/42 Belvoir St. 

Tel: (0533) 544774 

MARKET HARBOROUGH Harborough Home 
Computers, 7 Church St. 

Tel: (0858) 63056 


LINCOLNSHIRE 


GRANTHAM Oakleaf Computers Ltd. 121 
Dudley Rd. Tel: (0476) 76994/60000 
LINCOLN MKD Computers, 24 Newlands, 
Tel: (0522) 25907 


LONDON 


E6 Percivals, 85 High St. North, East Ham. 
Tel: (01) 472 8941 

E8 McGowans, 244 Graham Rd., Hackney. 
Tel: (01) 533 0935 

EC1 Sidney Levy, 17-19 Leather Lane. 

Tel: (01) 242 3456 

EC2 Devron Computer Centre, 155 Moorgate 

Tel: (01) 638 3339/1830 

N14 Logic Sales, 19 Broadway,The Bourne, 

Southgate. Tel: (01) 882 4942 

N20 Castlehurst Ltd. 1291 High Rd. 

Tel: (01) 446 2280 

NW4 Da Vinci Computer Store, 112 Brent 

St., Hendon Tel: (01) 202 2272 

SE1 Vic Odden’s 6 London Bridge Walk. 

Tel: (01) 403 1988 

SE9 Square-Deal, 373-375 Footscray Rd., 

New Eltham. Tel: (01) 859 1516 

SE11 Gatwick Computers, 328 Kennington 

Park Rd. Tel: (01) 587 0336 

Adjacent to Oval Tube 

SE15 Castlehurst Ltd., 152 Rye Lane, 

Peckham. Tel: (01) 639 2205 

SE25 Ellis Marketing, 79 High St., South 

Norwood. Tel: (01) 653 4224 

SW16 Buffer Micro Shop, 310 Streatham ' 

High Rd. Tel: (01) 769 2887 

SW19 Emcom, 31 High St., Wimbledon. Tel: 

(01) 947 7678 

W1 Computers of Wigmore St., 87 Wigmore 
St. Tel: (01) 486 0373 
W1 GK Photo & Computers, 92-94 Wardour 
St. Tel: (01) 437 0182 
W1 Devron, 4 Edgware Rd. 

Tel: (01) 724 2373 
W1 Sonic Foto & Micro Centre, 256 
Tottenham Court Rd. Tel: (01) 580 5826 
W1 Computer Plus, 219 Regent St. 

Tel: (01) 437 1071/4 

W7 TK Electronics, 11/13 Boston Rd., 

Hanwell. Tel: (01) 579 2842 

WC2 City Camera Exchange, 115 Kingsway 

Tel: (01) 405 0446 


MANCHESTER 

GREATER 


BOLTON Wilding Ltd., 23 Deansgate. 

Tel: (0204)33512 

HYDE Pase, 213-215 Market St. 

Tel: (061) 366 5935 

MANCHESTER Lomax Ltd., 8 Exchange St. 
St. Ann's Square. Tel: (061) 832 6167 
OLDHAM Home & Business Computers Ltd., 
54 Yorkshire St. Tel: (061) 6331608 
ROCHDALE Home & Business Computers, 
75 Yorkshire St. Tel: (0706) 344654 
SWINTON Mr Micro Ltd., 69 Partington 
Lane. Tel: (061) 728 2282 
Late Night Friday 

WIGAN Wilding Ltd., 11 Mesnes St. 

Tel: (0942) 44382 


MERSEYSIDE 


BIRKENHEAD Fairs Cameras & Hi-Fi, Dacre 
Hill, Rock Ferry. Tel: (051) 645 5000 
HESWALL Thornguard Computer Systems, 
46 Pensby Rd. Tel: (051) 342 7516 
HUYTON Ian Houghton 5 Huyton Hey Rd. 
Tel: (051) 489 5785 

LIVERPOOL Beaver Radio, 20-22 White¬ 
chapel. Tel: (051) 709 9898 
LIVERPOOL (Aintree) Hargreaves, 31-37 
Warbreck Moor. Tel: (051) 525 1782 
SOUTHPORT Central Computers, 575 Lord 
St. Tel: (0704) 31881 
ST HELENS Studio 55, 55 Ormskirk St. 
Tel: (0744) 39496 


MIDDLESEX 


EDGWARE Breaker 1-4, 130 High St. 

Tel: (01) 952 7488/8860 

HARROW Camera Arts, (Micro Computer 

Division) 24 St Annes Rd. 

Tel: (01) 427 5469 


HAYES Chipstop, 1000 Uxbridge Rd. 

Tel: (01) 573 2511 

STAINES Snapmarket, (In store at House of 
Holland) Clarence St. Tel: (0784) 63847 
TEDDIN6T0N Andrews, Broad St. 

Tel: (01) 977 4716 

UXBRIDGE J K L Computers, 7 Windsor St. 
Tel: (0895) 51815 


NORFOLK 


FAKENHAM Fastview, 12 Norwich Rd. 
Tel: (0328) 51319 
NORWICH Sound Marketing, 52 St. 
Benedicts St. Tel: (0603) 667725 
THETFORD C B & Micros, 21 Guidhall SL 
Tel: (0842) 61645 


NORTHAMPTONSHIRI 


NORTHAMPTON Dormans, 22 Princes Walk 
Grosvenor Centre. Tel: (0604) 37031 


NOTTINGHAMSHIRE 


NOTTINGHAM Cameo Computer, 8/9/10 
Trinity Walk. Tel: (0602) 742912 
NOTTINGHAM Jacobs Computers, 13 
Middlegate Newark. Tel: (0636) 704873 
(Just Opening) 

WORKSOP Computergraphix, 132 Bridge 
St. Tel: (0909) 472248 


NORTHERN IRELAND 


BLEFAST Arthur Hobson Ltd., 37 Great Vic¬ 
toria St. Tel: (0232) 246336 
CO ARMAGH Pedlows, 16 Market St., 
Portsdown Craigavon. Tel: (0762) 332265 
LONDONDERRY Foyle Computer Systems, 
3 Bishop St. Tel: (0504) 268337 
NEWRY Newry Computer Centre. 34 
Monaghan St. Tel: (0693) 66545 


OXFORDSHIRE 


ABINGDON Ivor Fields Computers, 21 Sturt 
St. Tel: (0235) 21207 
BANBURY Computer Plus, 2 Church Lane. 
Tel: (0295) 55890 

HENLEY-ON-THAMES Family Computers 
Ltd., 40A Bell St. Tel: (0491) 575744 
OXFORD Ivor Fields, 7 St Ebbes St. 

Tel: (0235) 21207 


SCOTLAND 


ABERDEEN North East Computers, 1-3 Ellis 
St., Peterhead. Tel: (0779) 79900 
AYR Vennals, 6A New Bridge St. 

Tel: (0292) 264124 
DUMFRIES Vennals, 71 English St. 

Tel: (0387) 54547 
EDINBURGH The Silicon Centre, 

6-7 Antigua St. Tel: (031) 557 4546 
GLASGOW Victor Morris Ltd., 340 Argyle St. 
Tel: (041) *221 8958 

HAMILTON Tom Dickson Computers, 8-12 
Cadzow St. Tel: (0698) 283193 
KILMARNOCK Vennals, 49 Foregate. 

Tel: (0563) 32175 

KIRCALDY Kirkaldy Photographic Services, 
254E High St., Fife. Tel: (0592) 204734 
STIRLING R Kilpatrick, 58 Port St. 

Tel: (0786) 5532 


SHROPSHIRE 


SHREWSBURY Computerama, 13 Cas¬ 
tlegate. Tel: TBA 

TELFORD Computer Village, 4 Hazeldine 
House Telford Town Centre. Tel: (0952) 
504666 


SOMERSET 


TAUNTON Grays, 1 St James St. 
Tel: (0823) 72986 


STAFFORDSHIRE 


STAFFORD Computerama, 59 Forgate St. 
Tel: (0785) 41899 

STOKE-ON-TRENT Computerama, 11 Mkt 
Square Arcade Hanley. (0782) 268620 


SUFFOLK 


BURY ST EDMUNDS Bury Computer 
Centre, 11 Guildhall St. 

Tel: (0284) 705772 

FELIXSTOWE KM Communications Ltd.,4 
Manning Rd. Tel: (0394) 271113/273459 
IPSWICH Brainwave, 24 Crown St. 

Tel: (0473) 50965 

LOWESTOFT John Wells, 44 London Rd 
North. Tel: (0502) 3742 


SURREY 


CAMBERLEY Camera Arts (Micro Computer 
Division), 36 High St Tel: (0276) 65848 
CHERTSEY Chertsey Computer Centre, 1 
Windsor St. Tel: (09328) 64663 
CROYDON Classic Cameras 16 St. Georges 
Walk. Tel: (01) 686 2012 
FRIMLEY Micro & Telex Services Ltd., 105 
Mytchett Rd. Tel: (0252) 513282/513215 
HASLEMERE Haslemere Computers, 25 
Junction PI. (Adj. Rex Cinema) 

Tel: (0428) 54428 

NEW MALDEN Surrey Micro Systems, 31 
High St Tel: (01) 942 0478 
RICHMOND Crest Computer Services, 8 Hill 
St Tel: (01) 940 8635 
WALLINGTON Surrey Micro Systems Ltd., 
53 Woodcote Rd. Tel: (01) 647 5636 
WOKING Harpers, 71-73 Commercial Way. 
Tel: (04862) 25657 


SUSSEX 


BEXHILL-ON-SEA Computerware, 22 St 
Leonards Rd. Tel: (0424) 223340 
CRAWLEY Gatwick Computer Services, 62 
Boulevard. Tel: (0293) 37842 
UTTLEHAMPTON Allan Chase Ltd., 39 High 
St. Tel: (09064) 5674 


TYNE & WEAR 


NEWCASTLE-ON-TYNE Newcastle Camera 
& Computer Mart, 16 Northumberland Court. 
Tel: (0632) 327461 


WALES 


ABERDARE Inkey Computer Services Ltd., 
70 Mill St. The Square Trecynon. 

Tel: (0685) 881828 

ABERYSTWYTH AberData at Galloways, 23 
Pier St. Tel: (0970) 615522 
CARDIFF Randall Cox, 18-22 High St 
Arcade. Tel: (0222) 31960 

LLANDUDNO (Gwynedd) -Computer Plus 
Discount, 15 Clomnel St. Tel: (0492) 79943 
NEWPORT (Gwent) Randall Cox, 118 
Commercial St. Tel: (0633) 67378 
. PEMBROKE Randall Cox, 19 Main St. 

Tel: (064) 682876 

PORT TALBOT Micro Gen, 6 Royal Buildings 
Talbot Rd. Tel: (0639) 887730 
WREXHAM T E Roberts, 26 King St. 

Tel: (0978) 364404/364527 


WARWICKSHIRE 


LEAMINGTON SPA 1C Computers, 43 
Russell St. Tel: (0926) 36244 
RUGBY The Rugby Micro Centre, 9-11 
Regent St. Tel: (0788) 70522 


WEST MIDLANDS 


BIRMINGHAM Sherwoods, Gt Western 
Arcade. Tel: (021) 236 7211 
COVENTRY Greens, 22 Market Way. 

Tel: (0203) 28342 

DUDLEY Central Computers, 35 Church Hill 
Precinct. Tel: (0384) 238169 
EROINGTON The Gamekeeper Grand Fare, 
High St Tel: (021) 384 6108 
WEST BROMWICH Bell & Jones, 39 Queens 
Square. Tel: (021) 553 0820 


WILTSHIRE 


SALISBURY Whymark Computer Centre, 20 
Milford St. Tel: (0722) 26688 


WORCESTER 


KIDDERMINSTER Central Computers, 20- 
21 Blackwell St. Tel: (0562) 746941 
WORCESTER David Waring Ltd., 1 Marmion 
House High St. Tel: (0905) 27551 


YORKSHIRE 


BRADFORD Erricks, Fotosonic House Raw- 
son Square. Tel: (0274) 309266 
DEWSBURY Home & Business Computers, 
59 Daisy Hill. Tel: (0924) 455300 
DONCASTER The Soft Centre 8 Queens- 
gate Waterdale Centre Tel: (0302) 20088 
HUDDERSFIELD Richards (Formerly 
Lauries) 12 Queen St. Tel: (0484) 25334 
LEEDS Bass & Bligh, 4 Lower Briggate. 

Tel: (0532) 454451 
SHEFFIELD Superior Systems Ltd., 

178 West St. Tel: (0742) 755005 
YORK York Computer Centre 7 Stonegate 
Arcade. Tel: (0904) 641862 










































































































Pack up your paintbox, throw away your paintbrushes and 
move into the electronic age of art with our amazing new 
PIXSTIK™ 

PIXSTIK™ opens the way for all the family to create colourful 
designs and pictures - yet it’s so much cleaner and simpler to use 
than conventional crayons and paints. Plus you have the built-in 
advantage of the exclusive ABC feature. ABC stands for animate, 
bounce and cartoon, meaning you can even add movements to 
your sketches and drawings. It’s just like creating your very own 
cartoon clips. 


With PIXSTIK™, the colours never run dry and you don’t have 
to worry about paper supplies, it even has an eraser facility. 

You just plug in and all the materials you need are listed on the 
screen. You’ll have access to up to 16 exciting colours and 16 
separate commands. Simply give your instructions by pointing 
PIXSTIK™ at the appropriate colour or command. 

PIXSTIK™ couldn’t be easier to operate. Whether you’re eight 
or eighty, you’ll find it fascinating, especially when you discover 
the range of pictures you can produce. 

Wherever your imagination goes, PIXSTIK™ will follow. It gives 














you freehand freedom or creates straight lines, triangles, 
rectangles, circles and ellipses with geometrical precision. 

Choose whether to fill your shapes with solid colour or leave 
them blank. And if, after that, you still favour a paintbrush 
effect, simply move PIXSTIK™ into paintbrush mode and it will 
do the rest. 

What makes PIXSTIK™ even more special is that it doesn’t 
simply stop with a completed picture. Because it incorporates the 
special ABC feature, you can use individual designs as part of 
animated sequences and cartoons. 

At the ‘ ‘ animate ’ ’ command, pictures 
I stored in memory will reappear in turn. On 
I the “bounce” instruction, your pictures 
I will move forwards and backwards and 
I when “cartoon” is called up, they will 
I reappear continuously in sequence with 
I just the effect of a professional cartoon 


For only £29.95, the 
PIXSTIK™ pack includes j 

three superb computer i 

games to play with your I 

stick, plus a comprehensive I 

instruction manual. 1 

No paintbox could \ 

ever offer so much. 

So swap your paintbrush 
for a PIXSTIK™ today. 

It’s the paintbox of the future, 


Pictures can be drawn using fine lines, blocked lines 
or paintbrush effects for extra variety. 

PIXSTIK™ can bring all your pictures to 
life. Use it to show the sun moving across 
the sky, smoke curling from a chimney and 
an arrow hitting its target. 

The only limit on PIXSTIK™ designs is 
your own inventiveness. There are even 
up to three different stick modes to ensure 
different colours can be drawn across each 
other without merging. 


is available by mail order only, exclusively from 


Computapix Ltd., Gores Road, Kirkby Industrial Estate, Liverpool 

1 To order send cheque/P.O. for £29.95, payable to: 

■ COMPUTAPIX LfMITED 

■ Credit card holders simply phone in your number on: 051-548 2020 (24 Hour) 

■ or complete the following: 

■ Credit card no. 

| L] Access QVisa Q Diners Q American Express (Please tic 

Type of Computer: (Please tick) 

I DYIC20 □ COMMODORE 64 

■ QBBCMODEL B QATARI400,800,600XL OR 800XL 


INSTRUCTION 


c 0 .»-riP^ C |C \ 
pOtStJ^e 




Address 


Mail to: Computapix Limited ( M a maiBi 

FREEPOST (No stamp required) 
LIVERPOOL L33 7XS MHHi 

Please allow 28 days for clearance and delivery. 
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dealers: Contact Neil Davidson on 051-547 2741 Telex: 628052 Sharet 
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hluE chip computers 

PLEASE NOTE ALL OUR PRICES INCLUDE POSTAGE & PACKING 

(U.K. MAINLAND ONLY.) 

WESTERN EUROPE + 10% 

Software bonanza elsewhe re +«* 


We pride ourselves on a fast delivery 
& customer satisfaction 


TEXAS Tl 99/4A 


ATARI 400/800 


SPEECH SYNTHESIZER £ 

34.95 

SUB COMMANDER 

31.95 

EXTENDED BASIC 

39.95 

JUMBO JET PILOT 

31.95 

TERMINAL EMULATOR 

39.95 

FIGURE FUN 

10.95 

SPEECH EDITOR 

14.95 

ORIC ATTACK 

31.95 

EDITOR ASSEMBLER 

55.95 

RIVER RESCUE 

28.95 

JOY STICKS 

14.95 

CARNIVAL MASSACRE 28.95 

Tl LOGON 

59.95 

KILLER CLIMB 

28.95 



COMPUTER WAR 

31.95 

CASSETTE RECORDER 




Guaranteed to load and save 

25.95 

ATARI 400 600XL 800 

ALIEN ADDITION 

10.95 

ZAXXON 

14.95 

METEOR MULTIPLICATION 

10.95 

DIAMONDS 

9.95 

DEMOLITION DIVISION 

10.95 

HYPERBLAST 

9.95 

ALIGATOR MIX 

10.95 

BATTY BOULDERS 

9.95 

DRAGON MIX 

10.95 

CAPTAIN STICKYS GOLD 9.95 

TOUCH TYPING TUTOR 

21.95 

CAVE RUNNER 

9.95 

MINUS MISSION 

10.95 

O’REILEYS MINE 

9.95 

NUMERATION 1 

7.95 

AIR STRIKE 

9.95 

DIVISION 

7.95 

FIRE FLEET 

9.95 

MULTIPLICATION 

7.95 

CRAZY COPTER 

9.95 

ADDITION SUBTRACTION 1 

10.95 

BOMBASTIC 

9.95 

MUSIC MAKER 

14.95 

JET BOOTJACK 

9.95 

EARLY READING 

10.95 



BEGINNING GRAMMAR 

10.95 

VIC 20 


EARLY LEARNING FUN 

10.95 

RIVER RESCUE 

19.95 

CHESS 

26.95 

MUTAN HERD 

19.95 

CHISHOLM TRIAL 

7.95 

4th ENCOUNTER 

19.95 

INVADERS 

14.95 

SUB COMMANDER 

28.95 

PARSEC (Speech) 

19.95 

MINDMADDNESS 

19.95 

MUNCH MAN 

19.95 

TANK COMMANDER 

19.95 

ALPINER (Speech) 

10.95 

MINI KONG 

6.95 

CAR WARS 

10.95 

MULTITRON 

7.50 

TOMBSTONE CITY 

10.95 

COMPUTER WARS 

7.95 

CONNECT4 

10.95 

WACKY WAITERS 

6.45 

HUSTLE 

10.95 

CATTERPILLA 

6.45 

ATTACK 

10.95 

CRAZY KONG 

7.95 

5-A-SIDE SOCCER 

10.95 

BRIDGE MAN 

6.50 

HUNT WUMPUS 

10.95 

SKRAMBLE 

7.50 

VIDEO GAMES 1 

10.95 

FRANTIA 

6.45 

NEW THIS MONTH 


BEWITCHED 

6.45 

OTHER ADVENT. 

5.95 

CATCHA SNATCHA 

6.45 

CASSETTE GAMES 


GRIDRUNNER 

7.75 

MINER 99ERTI BASIC 

5.95 

MATRIX 

7.75 

MATRIX BLASTER Tl BASIC 

5.95 

JET PACK 

7.45 

FROGGERTI BASIC 

5.95 

SPACE SWARM 

6.45 

BOBOPODSTI BASIC 

5.95 

FROGGER 

6.95 

FUN PACK Tl BASIC 

5.95 

PAKMAN 

19.95 

HUNCH BACK HAVOC Tl BASIC 

5.95 

DONKEY KONG 

24.95 

BLACK TOWER Tl BASIC 

5.95 

DIG DUG 

24.95 

TROLL KING Tl BASIC 

5.95 

CENTIPEDE 

19.95 

DADDIES HOT ROD Tl BASIC 

5.95 

DEFENDER 

19.95 

FROGLET EXTENDED BASIC 

9.95 



TOAD GRAPHICS EX-BASIC 

8.95 

COMMODORE 64 


ADM CONTROL EXTENDED BASIC 

FALCON PATROL 

7.95 


9.95 

SCRAMBLE 

7.95 

KONG EXTENDED BASIC 

9.95 

THE HOBBIT 

14.95 

BOUNCER EXTENDED BASIC 

9.95 

HEXPERT 

7.95 

DIABLO EXTENDED BASIC 

9.95 

MOON BUGGY 

7.95 

PAKMAN 

19.95 

3D TIME TREK 

7.95 

DONKEY KONG 

24.95 

SIMONS BASIC 

47.95 

DIG DUG 

24.95 

HOVER BOVVER 

7.50 

ROBOTRON 

19.95 

MATRIX 

7.50 

CENTIPEDE 

19.95 

MUTANT CAMELS 

7.50 

DEFENDER 

19.95 

GRIDRUNNER 

7.50 

STAR GATE 

19.95 



PROTECTOR 2 

19.95 



PICNIC PARANOYER 

. 19.95 


TO:BLUE CH 


AUTHORISED 
TEXAS INSTRUMENT 
DEALER 


COMMODORE 64 

HUNCHBACK 
O’REILY’S MINE 
GALAXY 
JUMPING JACK 
QUASAR 
BLUE MOON 
SUPER PIPELINE 
CRAZY CAVEMAN 
SIREN CITY 

TWIN KINGDOM VALLEY 

ARCADIA 

PAKMAN 

DIG DUG 

ROBOTRON 

CENTIPEDE 

DEFENDER 

STAR GATE 

SPECTRUM 

VOLCANIC PLANET 
BLOCKADE RUNNER 
RIVER RESQUE 
GOLD RUSH 
ROAD RACER 
LUNAR JET MAN 
ALCHEMIST 
MANIC MINER 
PINBALL WIZARD 
ATTIC ATAC 
ANT ATTACK 
FLIGHT SIMULATIONS 
WARLOCH OF FIRETOP 

BARMY BURGERS 

WINGED WARLORDS 

HUNCHBACK 

TRANS AM 

JET PAC 

ZOOM 

DIGGER DAN 
PAKMAN 
MS PAKMAN 
GALAZIAN 


7.25 

8.95 

7.95 

8.95 

7.95 
8.50 

8.50 

7.50 

7.95 

9.95 

5.95 

19.95 

24.95 

19.95 
19.95 
19.95 
19.95 


7.95 

7.95 

7.95 

7.95 

7.95 

5.95 
6.45 
6.45 

7.95 

5.95 

6.95 
7.75 

MOUNTAIN 

6.50 

6.45 

6.45 

7.75 

5.95 
5.95 
6.45 
6.45 

14.95 

14.95 

14.95 


IF YOU REQUIRE 
SOFTWARE OR 
HARDWARE NOT 
LISTED NOW OR IN 
THE FUTURE RING 
OUR HOT LINE 
(0942) 322543 FOR 
AN IMMEDIATE 
QUOTE FOR ANY 
POPULAR HOME 
MICRO. 


SEND CHEQUE OR POSTAL ORDER NOW TO: 

BLUE CHIP COMPUTERS, 16 Clapgate Lane, Goose Green, Wigan WN3 6RN 
STATING NAME, ADDRESS, TEL NO. & GOODS REQUIRED. 

OR PHONE TELE SALES ON WIGAN (0942) 495753 WITH YOUR ACCESS/ 
BARCLAY CARD NO. 

*No Monies banked until goods are despatched. 


Please send me 


Name 


Address 


I enclose a cheque/p. order to the value of £ . 


. Tel. 




























CHUCKIE 

EGG 


CYLON 

ATTACK 


JUNGLE 

FEVER 


PHARAOHS 

TOMB 


BBC 

7 


ELECTRON 


DRAGON 

n/ 


SPECTRUM 


Available from W.H. Smiths, <li> 
John Menzies and all leading 
computer stores. 


Unit 8, Canalside Industrial Estate, 
Woodbine Street East, Rochdale, Lancs. 
OL16 5LB. Tel: 0706 341111 
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presents 


SflUflGE PDflG 


ATARI 

COMMODORE 

64 



A truly remarkable depiction of life cycles in a 
freshwater environment. A semi-educational pro¬ 
gramme with high resolution graphics, crammed 
with thrills, spills and excitement, featuring: 

Amoeba (Rhizopoda); Hydra (Chlorohydra 
Viridissima); Dragonfly (Erythromma Najus); 
Bloodworm (Phylum Platyheminthes); Jellyfish 
(Craspedacusta Sowerbeii); Beetle Larva 
(Macroplea Leachi); Spider (Argyronata Aquatica); 
Water Fleas (Scapholeberis Mucronata); Bumble- 
Bee (Bombas Lapidarius); and our special guest star 

THECOMMONFROG 

(Rana Temporaria) 

Awesome ... in its conception 
Brilliant ... in its depiction 
Dynamic ... in its execution 


“Savage Pond is a real joy. A totally unique concept, well 
thought out and superbly programmed. Whilst a far cry from 
the usual arcade action it retains all of the excitement. It is an 
ideal family game and children and adults alike will marvel at 
the graphics and storyline ... you will not find such an original 
and compelling game anywhere else. Buy it and sit back 
knowing that one of the most original games ever programmed 
was written here in Britain.” — page 6 — an Atari Users Magazine. 


DISTRIBUTED BY 


CENTRESOFT 

(021-520 7591) 


IF IN 

DIFFICULTY 
RING OUR 

SUPERFAST 
CREDIT CARD 
SALES LINE: 


P.C.S. 

(0254-691-211) 


LIGHTNING 

(01-969 5255) 


CALLISTO 

(021-643 5102) 


TIGER 

(051-420 8888) 


ASK YOUR 
LOCAL DEALER 
OR 

POST THIS 
COUPON 


051-487 0808 (24 hours) 


STARCADE SOFTWARE, 2 Elworthy Avenue, L26 7AA. 

Please rush me. copies of SAVAGE POND suitable 

for Atari/Commodore 64 (DISC/CASSETTE). 

Please debit by Access Card (Delete as necessary.) 

Card i- 1 - 1 - 1 

Number I 


n 


n 


I enclose Cheque/P.O. for£. 
Name . 


Address 
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GAMES NEWS 



THE HORRORS 
OF THE 
HOLOCAUST 


GROUND ZERO 


It's only a game, isn't it? 

Nuclear war has figured large¬ 
ly in recent computer games. The 
subject has been trivialised more 
often than treated seriously — 
the aftermath of a nuclear strike 
on Britain usually being por¬ 
trayed as some adventurer's pa¬ 
radise with scenes of death and 
destruction being introduced all 
too glibly and often accompanied 
by sick and unnecessary jokes. 

So it makes a change to come 
across a game that tries to tackle 
this controversial subject in a 
realistic but sensible way. 

Ground Zero is a new game 
that tries to get away from the 
"glamorous” view of the holo¬ 
caust. The programmer has 
spent months researching and 
writing the game in order to bring 
home the awful reality of a nu¬ 
clear attack and its ensuing con¬ 
sequences. 

Colin Smith, the author of 
Ground Zero, is so determined 
that the game should be avail¬ 
able to the public that, if he 
cannot find a software company 
to back his game, he is prepared 
to auction off his house to raise 
the capital to launch it. Now, 
there's commitment for you! 

The game is set in London 
suburbia and the player takes on 
the role of an ordinary citizen 
trying to survive in the devas¬ 
tated capital. Food and water 
and a fall-out shelter must be 
found before you perish from 
radio-active contamination, so 
it's a race against time. 

Smith hopes the game will 
convince young people of the 
utter futility of the present arms 
build-up and expose the inade¬ 
quacies of the Government's 
"Protect and Survive" civil de¬ 
fence programme. 

We hope he succeeds, as this 
is definitely a game with a worth¬ 
while message. 



|V j'jit 



HAPPY 
HARVESTING 
... HIC! 


HARD CHEESE 


Do you fancy a trip into the 
countryside and a drop of best 
bitter? Hard Cheese is a story of 
country life and bringing in the 
harvest. The crop in your field is 
more than unusual. Driving your 
ferkinator across the fields, you 
must harvest the crop of Stilton 
cheese and barrels of Watney's 
best bitter. 

As the ferkinator exposes the 
bare ground, crophoppers 
appear and begin to attack the 
harvester. The farmer has two 
lines of defence. The first is to 
spray green doses of lethal 
aggrocide, but if the crophoppers 
become more troublesome, then 
you will have to resort to throw¬ 
ing your supply of prize Cox's 
apples to discourage them. You 
can steer Farmer Giles round one 
of three different levels and you 
might even get your name on the 
Glory Board hi-score table. 

The game uses full colour, hi¬ 
res graphics and the manufac¬ 


turers recommend the game for 
"hoppercidal maniacs every¬ 
where". 

Available from D K Tronics 
costing £4.95, for the 16 or 48k 
Spectrum. 

And remember don't go over¬ 
board on the beer, will you now! 

INSIDE THE 
SIUCON CHIP 
SHOP 


SLICON 


All the action in a new computer 
game takes place in a silicon 
chip and not on a TV screen. 

Silicon is set in the heart of a 
video game machine, in its cen¬ 
tral processing unit. The chip is 
under constant attack from 
Clitches — deadly power surges! 
Your only hope of losing them is 
to run along the maze of logic 
gates inside the master chip to 
confuse them. 

Whilst avoiding the lethal 
clitches you must rescue the 
characters from the arcade 
game and help them escape to 
freedom through the I/O Port. 
The game is produced by Romik 
Software for the Atari computers 
and costs £9.99. 

Romik has also recently re¬ 
leased a range of software for 
the new Acorn Electron. The 
range includes Birds of Prey, 
Atom Smasher and Alien Break- 
in. All these games have been 
converted from Romik's existing 
stock of BBC games and cost 
£6.75. 


DODGE THOSE 

DASTARDLY 

DUMMIES! 


WAX WORKS 


Two new adventure titles have 
been added to the already large 
range of Mysterious Adventures 
from Digital Fantasia. 

The first, Wax Works, is a 
gruesome nightmare adventure 
set in a deserted wax works 
museum. Trapped in the building, 
you become more and more an¬ 
xious as night falls and dark 
shadows start creeping across 
the museum. Your worst fears 
are soon confirmed — the wax 
works exhibits are moving! The 
wax dummies are after your 
blood. You'll have to fight your 
way out past Jaws IV the shark 
and dodge the arrows of a wax 
reincarnation of Robin Hood. 

The second game, After the 
Fire, is a survival adventure set in 
a Britain devastated by nuclear 
weapons. You're one of the few 
remaining survivors who hasn't 
succumbed to radiation sick¬ 
ness. Many horrors await you as 
you travel across the radiation- 
polluted wastelands on your 
journey to find more survivors in 
an attempt to start rebuilding the 
ravaged society. 

Wax Works and After the Fire 
are available from Digital Fanta¬ 
sia for the BBC and Spectrum 
computers for £9.95. Both Spec¬ 
trum versions work with the Cur- 
rah Speech Synthesiser. 


















































































































FLAK 


HELL-GATE 


WANTED 


K-TEL 


Commodore 64 owners could 
well find their micro making them 
a lot of money in the near future. 

K-Tel the well known record 
company has recently stepped 
into the computer games market 
with a range of six 'double sider r 
cassettes, including the very 
successful 'It's Only Rock 'n' Roll' 
and 'Dracula's Tomb'. 

Anxious to follow up recent 
successes, the company are 
looking for new, inventive, fun 


Hell-Gate is the sequel to the 
smash hit game for the Vic 20 
called Laser Zone. 

The game is set in the furthest 
reaches of space and you have 
been hired to guard the only exit 
to the next universe, known 
throughout the galaxy as Hell- 
Gate. 

The black hole is protected by 
the most awesome stockpile of 
military power ever assembled. 
You control a total of four laser 
bases capable of firing 16 photon 
torpedoes simultaneously. The 
gateway comes under constant 
attack from alien devils and, as 


THE CUTEST 

MONSTERS 

EVER! 


PI-MAN GOES 
ON A PUD 
CRAWL 


time progresses, the aliens begin 
to mutate and will split into two 
when hit by a laser. Later rein¬ 
forcements become resistant to 
laser fire and two or three shots 
may be needed to see them off. 

Supply ships are continuously 
dumping cargo shipments into 
your area, so shooting the invad¬ 
ers becomes more and more diffi¬ 
cult without hitting the highly 
explosive cargo. 

If you become hopelessly 
overpowered, you can use one of 
the limited supply of smart 
bombs you possess to destroy all 
the alien beings on the screen. 

Hell-Gate will be available 
from Llamasoft for the unex¬ 
panded Vic 20 in mid February 
costing £6.00. 


Pimania launched him, Groucho 
made him an international star 
but now success has gone to his 
head. The pressure has proved 
too much for the Pi-Man and he 
has hit the bottle! 

Pi-eyed, chronicles the Pi- 
Man's slow decline into alcohol¬ 
ism. Stumbling from pub to pub in 
PiLand he causes havoc and 
destruction wherever he goes. 

The Pi-Man can never refuse 
a pint and can't leave any ale 
house without downing every 
drink on the bar. On his drunken 
travels he must evade angry 
motorists, avoid slipping in spilt 
beer or stepping on crisp packets! 

The cassette also includes a 
free record of the Pi-Man's 
adventures on the B-side. 

Pi-eyed is available from Auto¬ 
mata UK Ltd for the 48k Spectrum 
in late January for £5.50. 


Turn the clock back and take 
part in an adventure in man's 
prehistoric past. 

Flak transports you backwards 
through time into an era when 
uncivilised cavemen inhabited 
the Earth. 

In the game you play the part 
of Flak, a nomadic caveman 
travelling across the rugged 
countryside of the Pliocene age. 
Club in hand as you trek over arid 
mountain regions and dusty tree¬ 
less savannahs, you'll have to 
contend with wild animals and 
weird and exotic monsters. 

The game is animated just like 
a TV cartoon of Tom and Jerry 
and, claim the manufacturers. 
Flak features the cutest monsters 
ever seen in a video or computer 
game. The company are remain¬ 
ing very tight-lipped about the 
game but are quietly confident 
that it will become one of the 
hottest new titles of '84. 

Flak is produced by Ardvark 
Software — of Zalaga fame — 
costing £6.95 for the BBC compu¬ 
ter and possibly for the Acorn 
Electron too! 

URGENT! PRO¬ 
GRAMMERS 


and original games software for 
the Commodore 64 and Spectrum 
computers. 

K-Tel are offering high royal¬ 
ties and are only interested in 
high quality software. There's no 
need to worry if you're not the 
world's greatest programmer, 
but have an exceptionally origi¬ 
nal idea for a game because 
K-Tel are just as interested. 

Interested programmers can 
get in touch with Mike Dixon at 
K-Tel International, 620 Western 
Avenue, London W3 0TU. 

RAISE HELL 
WITH THOSE 
DEVILS! 


- 




















































Pool on 
the T.V. 

1st for the Dragon 


A real 
home 

Arcade Pinball game 


KEN KAUSH'S 


■" Dave 

■ * ■ _ 1 ‘ Thatchers 

m i ,ir ® tof 

Bp many 


3 Screens + 
5 Levels 
another Ken 
Kalish winner 


Deadly new 
game from 
America's Mark 
Data Products 


By the 
same 
author 
as Shuttle 


Rick Redmans 
Real lime StarTpek 
in full machine code 


Mark Datas high 
quality Space Invaders 


41 TRURO ROAD, ST. AUSTELL CORNWALL PL25 5JE.TEL: 0726 3456 

On Cassette £8 each 


Selected titles available from larger branches of Boots, John Menzies, Spectrum Dealers and all good computer shops 
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YOU'VE SEEN 
THE TV 
SERIES... 


BBC MICRO 


Following the success of their TV 
series, Making the Most of the 
Micro, the BBC has launched a 
book and software cassette to 
document the last series of the 
programme. These haven't been 
released as a guide to the TV 
programme, but more as a sort of 
"best of" review. 

Many of the programs have 
been revised or improved and 
the cassette contains programs 
ranging from advanced graphics 
and accounting to artificial in¬ 
telligence demonstrations. 

The author of the package 
claims that even people who 
don't own a BBC will benefit from 
reading the book, as the listings 
have full instructions and are 
liberally sprinkled with com¬ 
ments and tips throughout. 

Probably the most interesting 
chapter in the book is about the 
fast growing science of artificial 
intelligence. The cassette in¬ 
cludes two programs demon¬ 
strating how it's possible for a 
computer to learn from its mis¬ 
takes. 

Making the Most of the Micro 
is available from the BBC's very 
own software company, BBC 
Soft, in late January. 

MINER WILLY 

FEELING 

JADED! 


CHINA MINER 


Looking at a new game for the 
Commodore 64, I had a very 
strong feeling of deja vu. Read on 
and see if you think China Miner 
sounds vaguely familiar. 

The game is set in far off China 
in an abandoned jade mine. The 
hero of the game is Miner Willy 
— sorry, I meant Wally!! 

The game has 20 levels. To 


leave each sheet, you must first 
collect the hanging keys and 
open the door to the next level of 
the mine. Wally has to cope with 
collapsing floors, conveyor belts, 
laser guns and perilous hover 
mowers before he can collect 
every single key. 

Several other well known 
computer game characters pop 
up in the game, including Florace 
of ski-ing fame and Jumping Jeff. 
Hasn't he got a brother called 
Jack? 

I have to applaud Interceptor 
Micros for their utter cheek, if 
not for their originality. I wonder 


if Bug Byte and Psion think it's 
quite as funny? Clearly a case of 
'same game, different name'. 

Tongue in cheek computer 
games seem to be all the rage. 
Programmers like Jeff Minter 
and Matthew Smith of Software 
Projects think nothing of taking a 
swipe at fellow programmers. 
Smith's best selling game, Manic 
Miner, features a very realistic 
caricature of one of Imagine's 
top games writers, though I don't 
think Eugene would agree. 

China Miner is available from 
Hampshire-based Interceptor 
Micros costing £7.00. 


FOUR FOR THE 
PRICE OF ONE! 


SPACE ODYSSEY 


Computer games are gradually 
becoming more and more com¬ 
plex. A good example of this is a 
new series of four games for the 
Spectrum called Space Odyssey. 

The four games form an epic 
arcade-style adventure through 
time and space. The first part is 
called Sentinel in which you 
have to guard the gateway to 
your universe from attacks by 
alien space squadrons. 

Fireflash, part two of the 
adventure, concerns the attack 
of the enemy forces of your 
home planet. The future of the 
planet is in your hands. 

The saga is continued in 
Proteus. Fresh from your victory 
on your home planet, you must 
blast your way through the re¬ 
maining aliens. 

Space Odyssey is concluded 
in the Avenger. You have finally 
reached the enemy planet. Can 
you destroy enough alien in¬ 
stallations to win the final battle? 

The four games can be bought 
in a special pack for only £14.95 
or separately for £5.90 each from 
Abacus Programs for the 16 or 
48k Spectrum. 


SINCLAIR'S QUANTUM LEAP! 


The new computer from Sinclair, the QL, was launched 
in the middle of January. It’s totally unlike anything 
currently available, and is supposedly aimed at the 
small-business user. 

However, it has all the potential of becoming a 
classic games machine. QL stands for Quantum Leap 
— which it certainly represents. The machine is not 
based around cassette storage but on the new micro¬ 
drive. It has two of these built in 
and you can add up to six more 
if you wish. 

The machine has a 16-bit 
chip at its heart, which means 
that it is totally incompatible 
with the Spectrum. It will not 
run Spectrum software, and 
microdrive cartridges can only 
be read by the one machine. 

There is no cassette interface 
at all, so all software will be on 
microdrive or ROM cartridge. 


The machine has 128k of RAM and is capable of 
running a 90k Basic programme in hi-res graphics. 

The computer is very fast, and runs a new version of 
Basic written by Sinclair and called SuperBasic. 

It comes with four application programs on Micro¬ 
drive including a very power word processor. RS232 
interface and joystick ports are built in. 

Despite what Sir Clive said at the launch, expect a 
large amount of games to 
appear shortly after the 
machine becomes available in 
quantity. 

And the price for this mas¬ 
sive memory, built-in-micro- 
drives, 16-bit machine? The 
same as a BBC model B at 
£399. 

It’s available only through 
mail order at the moment. 
’Phone Sinclair on (0276) 
686100 for more details. 
























































WORLD 
DOMINATION 
RULES OK! 


DICTATOR 


Do you lust for ultimate power? 
Is world domination your 
greatest wish? Dictator, a new 
game for the 48K Spectrum 
places you in the shoes of some 
of this century's most infamous 
figures. 

Can you make the memories of 
past dictators pale in comparison 
to your horrific exploits? Can you 
make a monkey out of Mussolini 
or make Stalin look like a school 
boy? 

Dictator lets you stoop to the 
most barbaric crimes. No atroc¬ 
ity is too great for your warped 
brain. You must crush your own 
countrymen under your heel and 
organise and direct the activities 
of the secret police, crushing 
rebellion and rounding up dissi¬ 
dents. 

Once you have enslaved your 
country and killed or imprisoned 
all your enemies, your attentions 
must turn to neighbouring coun¬ 
tries. You must stop at nothing, 
not even terrorism or outright 
war to secure victory — the 
only road to complete world 
domination. 

Dictator is available from DK 
Tronics for the Spectrum compu¬ 
ter or the BBC model B costing 
£6.95. 

ECONOMIC 
GLOOM AND 
DOOM 


1984 


It had to happen — a game 
entitled 1984, the year made 
famous in George Orwell's book 
of the same name which pre¬ 
dicted a gloomy future with dic¬ 
tators ruling the world. 

Although it has nothing to do 
with Orwell's book, Incentive 
Software have picked an equally 


gloomy theme for their 1984 
game — the British economy. 

You are the head of state hav¬ 
ing inherited the balance of pay¬ 
ments and economic figures for 
1982-83. It's now up to you to 
straighten out the economy and 
attempt to ride out three terms of 
office to take Britain into the 21st 
century. Unemployment and in¬ 
flation are problems you will 
have to tackle head on with the 
aid of graphic displays. 

Also new from Incentive soft¬ 
ware is the first in a trilogy of 
adventure games called the 
Mountains of Ket. Part II of the 
trilogy will be released in early 
1984 with the concluding tape 
due out next summer. The first 
person to solve the adventure 
will win a video recorder up to 
the value of £400. 

1984 and Mountains of Ket run 
on a 48K Spectrum and are in the 
shops now at £5.50. 

CHILLY TIME 
FOR SLEEPING 
REAUTY! 


androids, through which you re¬ 
ceive information and whose 
movements and actions you con¬ 
trol by telepathic messages, you 
must search the underground 
complex in search of this myste¬ 
rious presence. 

Suspended — a cryogenic 
nightmare, is available from Pete 
and Pam computers for any Ap¬ 
ple computer with disc drives for 
£30.95. 

SET YOUR 
SIGHTS ON 
THAT CASTLE! 


CROSSBOW 


Ready! Aim! Fire! And another 
vulture hits the dust! You'll need 
a quick trigger finger and rock 
steady aim if you're to protect a 
party of travellers from a whole 
myriad of nasties as they con¬ 
tinue in their search for the 
mysterious castle. 

The travellers, a Robin Hood¬ 


like character, his female com¬ 
panion and a dwarf, all carry 
weapons of their own but unfor¬ 
tunately don't use them. It's up to 
you to ensure they survive to the 
end of their quest. 

To determine the path of your 
journey, you must first aim and 
fire at one of three coloured 
squares placed below a graphic¬ 
al map of the area. This colour 
will determine the path, which is 
chosen at random, that the 
travellers must follow between 
two points on the map. 

The journey begins — it could 
be through ice caverns, deserts, 
ghost towns, volcanoes and a 
jungle to name but a few, before 
you reach your final goal, the 
Castle. As you travel, enemies 
attack you — and you must use 
your crossbow to protect your¬ 
self. 

Sighting down your crossbow, 
it's not as easy as it first appears 
to hit the fast moving targets 
which include vultures, witches, 
scorpions, flaming thunderbolts 
and abominable snowmen, who 
converge on the travellers with 
appalling regularity. 

Some scenarios are more diffi¬ 
cult than others and the number 
of points awarded depend on 
which scene you are currently 
traversing. If all three of the party 
die on route to the Castle, the 
game ends. 

The graphics are excellent as 
are the sound effects. In true 
macho fashion, the man merely 
grunts and shouts OW! whenev¬ 
er he's hit or bitten, but the girl 
lets out a truly bloodcurdling 
scream! 

You'll soon learn which col¬ 
oured paths lead to which 
scenario as you play the game 
which allows some choice in 
determining the terrain you want 
to travel over. 

However, there is an element 
of risk as you may find yourself 
traversing the same ground two 
or three times in the same game. 
Ideally you want to cover each 
scene once to find the castle. 

Crossbow, by Exidy, incorpo¬ 
rates an element of skill and is 
well worth playing if you want to 
try a different shoot-'em up. 




Suspended, a new 
adventure game from 
Infocom, will send a chill 
down any adventurer's spine. 

The game is set in Earth's 
distant future. You are at the 
centre of a massive 
computer complex, 
buried miles under¬ 
ground and your body 
has been held in sus 
pended animation for 
cades! Subconsciously 
control the working of an entirely 
automated planet, through a 
computer wired to your frozen 
body. 

They said you would not wake 
for over 500 years, barring the 
most dire emergency, of course! 
Woken from your age-long slum¬ 
ber, however, by the main com¬ 
puter's warning systems, you 
find a strange force acting on the 
planet's machinery. 

With the help of six 
thought- operated 




































































They will make your computer 
go crazy with fear. 

“One of the best examples of user-defined graphics that I have 
ever seen, along with excellent sound effects.” 

... Home Computing Weekly 

“One of our best games yet.” 

... Terry Grant, Rabbit software director 

“An obscene celebration of slaughter” 

... Home Computing Weekly 

“My Terry wouldn’t do a thing like that.” 

...Terry’s mum 

Now appearing at your local computer games shop, Boots, 

WH Smith and Rumbelows. 
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VIRGIN GAMES ARE: 


VIC 20 

MISSION MERCURY 

£7.95 

VIC 20 

ENVAHI 8K 

£5.95 

VIC 20 

CREEPERS 3/8K 

£5.95 

SPECTRUM 

YOMP 16/48K 

£7.95 

SPECTRUM 

STARFIRE 48K 

£7.95 

SPECTRUM 

SHEEPWALK 48K 

£7.95 

SPECTRUM 

GOLF 16/48K 

£7.95 

SPECTRUM 

LOJIX 48K 

£5.95 

SPECTRUM 

RACING MANAGER 48K 

£5.95 

SPECTRUM 

QUETZALCOATL 48K 

£5.95 

SPECTRUM 

ROBBER 48K 

£5.95 

SPECTRUM 

SPECTRON 48K 

£5.95 

SPECTRUM 

LOST 48K 

£5.95 

SPECTRUM 

THE ISLAND 48K 

£5.95 

SPECTRUM 

GHOST TOWN 48K 

£5.95 

SPECTRUM 

RIDER 16/48K 

£5.95 

SPECTRUM 

DR FRANKY & THE MONSTER 48K 

£5.95 

ORIC 

KILLER CAVERNS 16/48K 

£5.95 

ORIC 

THEM 48K 

£5.95 

DRAGON 

DEATH CRUISE 

£6.95 

DRAGON 

1 CHING 

£6.95 

DRAGON 

CASTLE ADVENTURE 

£6.95 

DRAGON 

UXB 

£6.95 

COMM. 64 

FALCON PATROL 

£6.95 

COMM. 64 

BITMANIA 

£6.95 

COMM. 64 

HIDEOUS BILL 

£7.95 

BBC B 

BUG BOMB 

£7.95 

BBC B 

LANDFALL 

£7.95 

BBC B 

SPACE ADVENTURE 

£7.95 

BBC B 

TRENCH 

£7.95 

BBC B 

'OWZAT 

£7.95 

BBC B 

CHIEFTAIN 

£7.95 

BBC B 

MICROBE 

£7.95 

BBC B 

PLANKWALK 

£7.95 

BBC B 

CRUNCHER 

£7.95 

BBC B 

NOC-A-BLOC 

£7.95 

TI99/4A 

ROBOPODS 

£6.95 

TI99/4A 

FUN-PAC 

£6.95 

TI99/4A 

FUN-PAC 2 

£6.95 

TI99/4A 

FUN-PAC 3 

£6.95 


VIRGIN GAMES GANG 

OUR GANG is growing in numbers all the time 
and everybody who buys one of our new games 
will receive from the LAUGHING SHARK 
an invitation to join the Gang for one year, 
absolutely FREE. Gang members will receive 
a quarterly newspaper packed with irrelevant 
pictures and information and lots of special 
offers. 


AND FAMOUS DEPT" 

We are always keen to receive any ORIGINAL 
ENTERTAINING PROGRAMS with good 
graphics at our now famous "I WANT TO BE 
RICH AND FAMOUS DEPARTMENT" from 
any of you programming mega-stars out there. 
DON'T DELAY - SEND TODAY! 


PRESS REVIEWS 

For a leaflet containing reviews from our current 
range of games please write to the “IF YOU'VE 
GOT THEM, FLAUNT THEM 


THE JJ I WANT TO BE RICH 


department:' 


NEW 

RELEASES 



HIDEOUS BILL 
AND THE 
GI-GANTS 

by Steve Lee for the 
Commodore 64 

(VGA 6003). 

By the author of the 
best seller "Falcon 
Patrol!' A three-part 
tale of heroism and 
romance. Try not to 
let the amazing 
graphics and sound 
distract you as you 
help Hideous Bill to 
rescue Greta from 
the depths of the 
Gi-Gants' nest and 
thus get his surprise. 

£7„95r.r.p. 

Joystick 



THEM-a 
paranoid 
fantasy by Andy 
Grun' Green, for the 
Oric 48K (VGC 5002). 
A five-part paranoid 
fantasy by one of 
the best selling Oric 
authors. Can you 
avoid 'Them; build 
the blockbuster, 
dispel the demons, 
avoid the 
uncertainty 
machine, escape the 
conveyer belt of 
doom to finally 
become a soul- 
saver! 

£5.95 R.R.P. 



FUN-PAC 2 - 

(VGB 7003). 



FUN-PAC 3 - 

(VGB 7004). 

by Peter J. Finkle for the 
TI99/4A. 

Three fun-packed 
games for the price 
of one. Our Fun-Pac 
cassettes are not 
just "compilation” 
tapes but, offer 
genuine value for 
money. 

FUN-PAC 2 - 

1) Escape the 
Mugger - a game of 
strategy and skill. 

2) Starship 
Supernova - an 
exciting adventure 
set deep in space. 

3) Gunf ighter — a 
game of nerve and 
reactions for 1-6 
players. 

£6.95 r.r.p. 

FUN-PAC 3 - 
1) Nuclear Disaster - 
an unfortunately 
topical subject. Can 
you save the 
scientists from 
contamination from 
the leaking 
radiation. 2) Golf - 
All the fun. of the 
course without 
getting wet! For 1-4 
players with 1-18 
hole option. 3) Sea 
Wolf-as 

commander of the 
submarine Sea Wolf, 
it is up to you to 
destroy the enemy 
ships. 

£6.95 r.r.p. 



DOCTOR 
FRANKY AND 
THE MONSTER- 

by Martin Wheeler for 
the Spectrum 48K 

(VGC 1011). 

A stunningly 
graphical, nine- 
screen game. Can 
you help Dr Franky 
revive his monster, 
arcade action, 
action-packed. 
£5.95 r.r.p. 


MAIL ORDER 

All our programs are available at normal retail 
price including postage and packing, direct from 

our “MY LOCAL DEALER HAS GONE OUT 
OF BUSINESS BECAUSE HE NEVER 
STOCKED YOUR GAMES DEPT'' at 

61-63 Portobello Road, London W11 3DD. 


COLOUR CATALOGUE 

If you would like a copy of our FREE 16-PAGE, 
COLOUR CATALOGUE (listing details of all 
our games, complete with screen shots), please 
write to the “RUSH ME A KOSHER 
BROCHURE PRONTO TONTO DEPT," 
enclosing an A4 SAE with 17p stamp. 
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DIABLO 


MUTANT CAMELS 


E-VIEW 


SKI-ING 
IN THE 
PYRAMIDS? 


FALCON PATROL 


DEMON ATTACK 


It's not often that C&VG praises 
the people behind the games we 
review. In this case, I can't help 
but mention Jeff Minter's re¬ 
freshing originality, his extraor¬ 
dinary imagination and obvious 
and abundant programming skills 
which have produced the best 
Commodore 64 game to date, The 
Revenge of the Mutant Camels. 

Revenge of the Mutant Camels 
is a follow up to Llamasoft's 
Attack of the Mutant Camels, but 
the roles have been reversed 
and you have now become a 
laser-spitting camel who must 
fight through an incredible 42 
different attack waves. 

The game is played against a 
scrolling backdrop of Egyptian 
pyramids and ultra modern cities. 
The camel can spit laser fire in 
any of eight directions, kneel 
down, or jump in the most un¬ 
gainly fashion I have ever seen. 
It would be totally impossible to 
describe every detail or idea 
contained in this game, but I'll 
give you a brief summary. 

Among the 42 levels are ski¬ 
ing kangaroos, teapots, winking 
pyramids, exploding sheep and 
baby camels not to mention 


MUTANT CAMELS 
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flying cigarettes and toilet seats. 

Not only does each wave have 
its own individual characters, but 
they all have their own unique 
attack pattern. Unlike other multi 
level games, once you have got 
past one level you have no 
guarantee that you'll get past the 
next time, because each level 
has a certain random feature 
which makes them unpredict¬ 
able. 

Revenge of the Mutant Camels 
contains the best graphics and 
animation I have seen on the 
Commodore. It's a compulsively 
playable and addictive game and 
very funny to boot. 

This game can only strengthen 
Llamasoft's claim as the leading 
independent Commodore soft¬ 
ware company in Britain. If 
you're looking for a good piece of 
software for your '64, then look 
no further. Revenge of the 
Mutant Camels will keep you 
occupied for hours, I guarantee. 


# Getting started 

7 

# Graphics 

9 

• Playability 

10 

• Value 

8 


SHOWDOWN 
WITH THE 
SHADOW 

Not satisfied with exporting ev¬ 
ery detective movie and TV pro¬ 
gramme they have ever made to 
Britain, the Americans are now 
trying to convert us to Starsky 
and Hutch on computer. 

Shamus, a new game for the 
Commodore 64, is based loosely 
on the arcade hit Berzerk. Sha¬ 
mus may seem a strange title to 
give a game, until you discover 
that it's American slang for a 
private investigator. 

Shamus' latest case is the 
most difficult and dangerous 
assignment of his career. He 
must track down the 21st cen¬ 
tury's most infamous criminal, 
The Shadow, to the heart of his 
underground lair. Shamus must 
battle his way through a maze of 
rooms filled with his adversary's 
henchmen on his way to the final 
confrontation with The Shadow. 

The object of the game is to 
reach the Shadow's throneroom 
buried deep in his castle strong¬ 
hold. There are four levels, each 
consisting of 32 different rooms. 
To move onto the next level, you 
must help Shamus explore every 
room and collect the correct key 
to unlock the gateway to the next 
level. 


REVIEWS 



Each location is populated 
with three different types of 
mutant guards, whirling drones, 
robo-droids and snap-jumpers. 
Each type has varying degrees of 
intelligence — the ability to lo¬ 
cate Shamus and follow him — 
and speed, but all are deadly to 
our private eye. When you enter 
a new room, you'll have to have 
all your wits about you and quick 
reflexes too or you'll end up in 
very hot water. 

Spending too long in one room 
can prove damaging to Shamus' 
health as The Shadow is waiting 
in the wings ready to leap out at 
the unsuspecting detective. Sha¬ 
mus cannot kill him in this situa¬ 
tion, only stun him momentarily 
to make good his escape. 

The game provides four levels 
of difficulty. I'm afraid even the 
first level taxed this reviewer's 
gnarled joystick fingers. Further 
levels get progressively more dif¬ 
ficult until they reach what I 
call the impossible level! 

Shamus is produced by 
Synapse Software for the Atari 
computer. The game is imported 
into Britain by Centresoft and 
retails at £25.99. 


• Getting Started 

8 

• Graphics 

8 

• Value 

5 

• Playability 

8 


SOLITARY 
DEFENDER 
OF THE FUEL 


FALCON PATROL 


Watch out skipper! Bandits at 10 
o'clock! The enemy jet zapped 
past me firing its machine guns. I 
got on its tail and fired an air-to- 
air missile — the enemy jet was 
doomed. 

Another successful mission 
for the sole survivor of Falcon 
Patrol — lone defender of oil 
installations and airbases! Fal¬ 
con Patrol is a new game from 
the vast Virgin Games range for 
the Commodore 64. 


You pilot a vertical take off and 
landing jet— and the enemy are 
attacking in waves, bombing and 
machine-gunning as they go. 
Your job is to defend the oil 
installations and airbases. The 
bases are vital to your survival — 
as you must land on them to 
refuel and re-arm your jet during 
the conflict. 

The graphics are extremely 
good — your jet takes off and 
flies in a most convincing man¬ 
ner. And the way you can bank 
and turn your jet is simply de¬ 
lightful! 

On the ground you see compli¬ 
cated oil installations, roads, 
buildings and vehicles in 3D style 
graphics. 

Game action is quite fast — 
helped by a radar readout at the 
bottom of the screen. There's a 
high score and present score 
readout too, plus a fuel gauge 
and ammunition status display. 
You simply have to blast the 
enemy planes out of the sky — 
avoiding their bombs and bullets. 

The enemy jets also bomb 
your airbases — so make sure 
you know where you can find an 
undamaged base when your fuel 
alarm begins to sound. You must 
land and refuel before the mis¬ 
sion can continue. 

But even on the ground you 
are not safe — the enemy jets 
attack you here too. You get an 
extra life when you reach 3000 
points which will take a little 
practice. 

There is a nice arcade-style 
Hall of Fame to enter top scores 
and the name of the person who 
scored them included at the end 
of each game. 

You'll need a joystick to play 
this all action arcade-style game 
on your 64. A nice addition to the 
growing range of software for 
this computer, Falcon Patrol is 
available from Virgin Games 
stockists at around the £6 mark. 


• Getting started 

7 

# Graphics 

9 

• Value 

6 

• Playability 

8 


DEMONS 
HAVE BEEN 
CONVERTED 


DEMON ATTACK 


You have fought them in the 
arcades. You have fought them 
on the Atari VCS. Now you can 
fight them on your Vic. 

Imagic has now released its 
award-winning Demon Attack 
game for the Vic 20 and, unlike 
most Vic software, it's on car¬ 
tridge so it will run on a 3.5k 
machine. 

Comparing this game to the 
Atari VCS version, as people will 
probably do, I actually prefer the 
Vic one. 

In case you've been locked in 
the loo for the past two years, 
you won't know that Demon 
Attack is a shoot-'em-up which 
originated in the arcades. Each 
wave has only about half a dozen 
aliens which appear almost 
simultaneously. They move much 
faster than space invaders, and 
travel anywhere on the screen. 
Each wave is slightly harder than 
the one before and later ones 
have aliens which split into two 
parts on the first hit. The total 
number of waves is enormous. 

The graphics are as good as 
the Atari version, and movement 
is very smooth. The way the 
larger aliens are formed by 
swooping from both sides of the 
screen is very impressive. This 
version also ran slightly faster 
than I expected. 

Control is via a joystick, and 
sound is also put to good use, 
showing the machine to its full 
advantage. Overall, a great ver¬ 
sion of a classic game. 

Demon Attack from Imagic 
comes on cartridge for the Vic 
and costs £32.50. 


• Graphics 

• Getting started 

• Playability 

• Value 


continued on page 43 
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Mail order to: MARTECH HOUSE, BAY TERRACE, PEVENSEY BAY, EAST SUSSEX BN24 6EE 

Telephone: (0323) 768456 Telex: 87465 EXIM Brighton 


JUNGLE TROUBLES — frustrating, addictive, funny, silly. Come back Tarzan — all is forgiven! SPECTRUM £5.95 
GALAXY 5 — five games on one tape for any ORIC -1 £6.95 
STARFIGHTER — Strategic arcade action. Pure machine code for any ORIC-1 £6.95 

Most games available from 

W. H. Smith, Laskys, Greens, Boots, Spectrum Centres, Martins, Computer for All Shops and many other retail outlets. 

Prices include VAT, Post and Packing 




BLASTERMIND SPECTRUM 48k £5.95 

At first glance this might 
seem to be just another ver¬ 
sion of a very popular game. 

How wrong can you be!!! 

True, the start is simple 
enough. The Spectrum picks 
a code of numbers or colours 
with a selection of levels of 
difficulty — and invites you to 
do the same. You then take it 
in turns to guess each others 
code from the clue supplied 
after each guess. An extrem¬ 
ely well written, fast and very 
clearly displayed game, with 
almost inevitable defeat. 

This was exactly as intended 
but unfortunately something 
went wrong. During the 
programming strange uncom¬ 
plimentary messages began to 
appear on the screen. At first 
they were so few they were 
not taken too seriously, but 
soon they could no longer 
be ignored. Somehow the 
Spectrum had been given a 
personality — a rather dev¬ 
ious, supercilious, dislikeable, hateful, horrible mind. 

Side B contains a version of the game compatible with the 
excellent Currah juSpeech unit — even worse!! 


THE QUEST OF MERRAVID VIC 20 (16k) £7.95 

or Commodore 64 £7.95 


A really challenging and 
enjoyable adventure, written 
by a confirmed adventure 
addict who grew tired of the 
ease with which he solved 
other adventures himself. Will 
accept and act on sentences 
containing up to nine words. 


The adventurer becomes 
Merravid, charged with the 
task of finding, taking and 
then returning the magic 
Firestone of the Dwarves. 
However, overcoming the 
many novel and original haz¬ 
ards is no easy matter. Care¬ 
ful and imaginative thought is 
required if progress is to be 
made and the Firestone 
tracked down to the lair of the 
Dragon of Thargon. Even then 
the Dragon has to be defeated 
and the stone retrieved. A 
compulsive, extremely enjoy¬ 
able and very user friendly 
adventure. 


HARRIER ATTACK 

Pure machine code, super¬ 
fast, action-packed, highly 
addictive arcade-style game 
requiring great skill. The 
harrier takes-off from an 
aircraft-carrier and flys over 
seaborne defenses to attack 
enemy installations on a 
nearby island. The harrier 
may fly faster, slower, higher 
or lower, and has bombs and 
cannon fire with which to pro¬ 
tect itself and make its own 
attack, if it flies too high it is 
detected by enemy jet-fighters 
(which it may counter-attack) 
— so it needs to hug the 
mountainous terrain which 
also varies with every new 
game. But the island is 
heavily defended by anti¬ 
aircraft rockets and tanks, 
which again the harrier may 
counter-attack or try to fly 
through. A tally is kept of 
fuel, speed, altitude, ammu¬ 
nition, plus player score and 
high score. Finally the harrier 
must make its bomb-run over 
the enemy base before return¬ 
ing past more hostile shipp¬ 
ing to its own carrier. 


any ORIC-1 £6.95 
any SPECTRUM £5.95 


SCUBA DIVE 

Pure machine code with 
super cartoon graphics. You 
are in control of a diver who 
must swim down through 
jellyfish, sharks, barracuda 
and a host of other under-sea 
nasties to locate the entrance 
of a submarine cave. He must 
then follow its twisting and 
branching passages which 
change with every new game, 
to locate the magical giant 
oysters with their fabulous 
treasure of enormous pearls. 
Many of the passages lead to 
dead-ends, while some are 
filled with horrible underwater 
monsters, Each dive has 
to be timed carefully so that 
there is enough oxygen left 
for the return journey, which 
is further frustrated by the 
diver’s boat shifting anchor 
and threatening to decapitate 
him with its propellor. This 
game which features three 
divers, player score, high 
score, hall of fame and sound 
effects, presents perhaps the 
ultimate epic arcade adven¬ 
ture. 


any ORIC - 1 £6.95 
SPECTRUM 48k £5.95 
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DRUNK IN 
CHARGE OF 
A PIMAN! 


Well, it hits us all eventually, 
doesn't it. One day you're a star. 
The next you're a drunken wreck. 
Or so Eugene tells me. Stardom 
has hit the PiMan hard in this 
game and, in his acute despera¬ 
tion, he's taken to the bottle. 

Your job is not to cure him of 
his ill ways, as you might think, 
but actually to help our patient to 
drink as much beer as he can 
before running out of points. 

Before I actually played the 
game, I listened to the "awful" 
single record on the other side of 
the tape. I thought that it might 
be quite funny, but it wasn't. Just 
awful. Lurch, the office parrot, 
has a lot to answer for. 

Anyway, the game itself is set 
in a "frogger" type street. The 
poor drunken PiMan staggers 
down the street avoiding the 
oncoming cars. There are lines 
of shops, pubs and the like along 
the street and the PiMan can 
enter any of them. The first thing 
that then happens is a message 
appears on the screen. None is 
really funny, just silly. 

If our hero enters a pub, then 
he can start drinking the beer. He 
must empty all the glasses on the 
table before he can leave. 

The pub scene is drawn on 
screen very well. The view is one 
looking down from . . . you 
guessed it. . . above. The whole 
establishment is visible. There's 
a pool table, cosy log fire in the 
corner, the bar itself and even 
people doing naughty things into 
a basin! Each pub is different, 
and they're all very good. 

Once the beer's all gone, the 
PiMan can leave the pub and 
stagger on to another. 

This game is silly in the ex¬ 
treme, but just in case you're 
worried about corrupting deli¬ 
cate young minds, I can assure 
you that it's all good clean fun 
and perfectly acceptable. 

The bottom of the cassette 
inlay card says to watch out for 
the PiMan's continuing adven¬ 
tures. I wonder what'll come 
next. "Just breathe into this bag 
please sir" perhaps? Or some¬ 
thing even more drastic? 


REVIEWS 



FLY THIS 

RIVER OF 
NO RETURN! 


Activision, the people best 
known for their cartridges for 
home video games centres, have 
made a brave step into the world 
of computer software with a con¬ 
version of their popular River 
Raid war game. 

If you've not seen the game 
before, here's a brief rundown of 
the scenario. You control a jet 
fighter flying at low level along a 
river basin — blasting enemy 
cruisers, helicopters, hot air bal¬ 
loons and jet planes. 

You also have to destroy 
bridges — and the number of 
these you destroy tells you just 
how far you are up the river — 
and how good a pilot you are. 
Tanks cross the bridges and you 
can score extra points if you 
blast a bridge complete with 
tank. In later stages of the game, 
tanks shoot at your low flying jet 
from the riverbanks, while heli¬ 
copters fire homing missiles. 

Early in the game, all the 
enemy planes, ships and chop¬ 
pers remain static — but they 
soon start moving back and forth 
across the river, so you'll have to 
dodge them or blast them. 

Oh, and another thing, the 
contours of the river change as 
you fly along — and some of the 
narrows are really narrow — 
believe me! 

This may be a river of no 
return — but you still have to 
refuel your jet fighter. You do this 
by flying over enemy fuel dumps 
and getting tanked up! When 
your fuel is running low a nasty 
alarm signal bleeps from the 
computer — that's if you haven't 
already noticed that you are run- 


al hazards built in, like the hot air 
balloons and tanks. But it's just 
as addictive and challenging! 

River Raid from Activision for 
the Atari 400/800 and the new 
600XL and 1200XL is available 
now at £29.95 from Atari games 


Diablo is available for the Tl 
99/4a with an extended basic 
cartridge from Timeless Soft 
ware costing £7.95. 


stockists. 

• Getting started 

8 

• Graphics 

7 

# Value 

6 

• Playability 

8 


• Getting started 

6 

• Graphics 

9 

# Playability 

8 

• Value 

7 


TRACKS FOR 

TEXAS 

PUZZLERS 


DIABLO 


Good Texas games are few and 
far between. Only a few, includ¬ 
ing Parsec, have received over¬ 
whelming praise. 

Texas owners in this country 
have been starved of high quality 
software. But a Scottish com¬ 
pany — Timeless Software — 
has come to the rescue with a 
range of the best games titles 
available in the USA. 

Diablo is a complete change 
from the usual shoot-'em-ups 
we're all so used to, and bored 
with? 

Diablo displays a screen filled 
with 232 different tracks and 116 
panels which can be moved 
around the screen like pieces 
from a Chinese puzzle. A small 
black ball is continually rolling 
along the tracks and as soon as 
it passes over a track it dis¬ 
appears. 

The object of the game is keep 
the ball in play until all the tracks 
are gone. The game is lost if the 
ball rolls into a blank square or 
off the play area into the border. 

The graphics are quite superb 
and the best I have ever seen on 
the Texas computer. Movement 


LAST GASP 
OF FADING 
INVADERS? 


BIRDS OF PREY 


Having already seen a few 
games on the new Electron, I 
was looking forward to reviewing 
a really good one for C&VG but, 
unluckily for me, the Editor drop¬ 
ped a copy of Birds of Prey on 
my desk. 

Spurred on by promises of 
spectacular hi-res graphics and 
fast and furious action, I ran hot 
foot to the nearest Electron, 
threw the leads together and 
waited in anticipation for what I 
convinced myself would be a 
game amongst games. 

How wrong I was. To say the 
game is unoriginal and unin¬ 
teresting would rate as a compli¬ 
ment. 

Birds of Prey is a re-run of that 
old favourite, Galaxians. But 
Romik have served up a version 
that might have been acceptable 
to game players three or four 
years ago. 

Birds of Prey follows the Gala- 
xian theme in so far as the aliens 
swoop downwards, but neglects 
to include variation in the flight 
path. All the alien birds follow 
predetermined paths which pre¬ 
sents no problem or challenge to 
the would-be player. 

Birds of Prey costs £6.99 from 
Romik Software. 


• Getting Started 

8 

gauge. 

smooth. 

• Graphics 

8 

The graphics are slightly more 

My one criticism of Diablo is 

• Value 

8 

detailed than the original vcs ver¬ 

that it's a little slow, but that 

• Playability 

8 

sion — with mountains on the 
river bank — and it has addition- 

can't be helped on the Texas 1 
suppose. 


• Getting started 

• Graphics 

• Value 

• Playability 
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continued from page 43 

Our acting editor is a bit of a 
pinball freak — and this issue 
he’s persuaded us to take a look 
at computerised versions of the 
game for Atari, Dragon and Vic- 
20. We asked Simon Hood, a 
member of the Pinball Owners’ 
Association, to take a look at 
Terminal Software’s Pinball 
Wizard for the Vic so we’d get a 
pinball player’s eye-view of the 
micro version of his favourite 
pastime. Over to you Simon. . . 

DESIGN 
YOUR OWN 
PLAYFIELD 


PINBALL 


It's been a long time since space 
invaders first ousted pinball from 
arcade supremacy and banished 
it to dark and deserted corners of 
arcades and pubs the length and 
breadth of Britain. 

A new game for the BBC dif¬ 
fers from earlier conversions by 
leaving the design of the play- 
field totally up to the player. 

The screen is divided into sec¬ 
tions, the table itself, and the 
menu of options along the right 
hand side. The cursor keys are 
used to move a cross over 
the screen, placing slings, bum¬ 
pers and flippers in just the re¬ 
quired position. To construct the 
playfield, the player just moves 
the cross onto the selected 
shape on the menu, presses the 
space bar and then positions it 
wherever he desires. 

Other options include 
'bounce', which alters the re¬ 
bound speed of the ball; 'flip' and 
'tilt' change the strength of the 
flippers and the force that can be 
used while playing. The Z and / 
keys are used to operate the 
flippers and the space bar flicks 
the ball into play — the longer 
the key is held down, the faster 
the ball emerges. 

Once you have designed your 
masterpiece of pinball techno¬ 
logy, the whole playfield can be 


saved onto cassette, making a 
library of designs easy to create. 

My only criticism of the game 
is that it doesn't cater for the 
bone idle computer owner be¬ 
cause it hasn't a ready made pin 
table built in. The graphics, 
however, are exceptionally good 
and very clear. The game's best 
feature is that it can be as easy 
or difficult as you like. 

BBC Pinball is as professional 
a piece of software as you are 
likely to find, and one that would 
grace any gamer's software 
collection. 

Pinball is available for the BBC 
model B from Kansas City Sys¬ 
tems costing £8.95. 


• Getting started 6 

• Graphics 9 

• Playability 7 

• Value 7 


SEE THAT 
SILVER 
BALL GLIDE 


PINBALL 


Microdeal have made a brave 
attempt to bring the thrills of 
Pinball to the screen of the Dra¬ 
gon 32. 

You get three different 
screens to play with and you can 
also choose the colour of the 
playfield at the start of the game. 

Unfortunately the playfield 
graphics are very basic and the 
game action soon becomes a bit 
tedious. Both flippers operate 
together — so you can't do any 
fancy flipper work. You can 
catch the ball on the flippers — 
but it would be a great advan¬ 
tage to be able to use those 
flippers independently. 

You can control the force with 
which your ball is fired onto the 
table — and Microdeal have got 
the bouncing motion of the ball 
off to a tee. It really is a realistic 
representation of the way a pin¬ 
ball glides around a playfield. 

A few constructive comments. 
How about making the flippers 


smaller when you switch skill 
levels? And make them operate 
independently. Also how about 
including a tilt feature and a 
"Ball in Play" readout? 

Pinball for the Dragon 32 is 
available now from Microdeal 
and will set you back £8.00. It 
uses Dragon joystick or 
keyboard. 


• Getting started 6 

• Graphics 5 

• Playability 6 

• Value 6 


PINBALL 

DESIGNERS 

WANTED! 


CONSTRUCTION SET 


There are very few pinball com¬ 
puter games which allow you to 
alter the playfield. Even fewer 
software firms give permission to 
sell the new version you've cre¬ 
ated using the program. 

Pinball Construction Set from 
Electronic Arts for the Atari 400/ 
800 fulfills these functions using 
a very successful variant of 
Smalltalk, previously only avail 
able on mainframes. 

Because the language is 
graphics-oriented, the layout of 
the various utensils on the 
screen has obviously been well 
thought out and tested. 

Every conceivable aspect of 
the game can be changed. Mov¬ 
ing the objects about is slick and, 
by using the paint brush, the 
shape of the bumpers can be 
altered. Using the same system, 
tunnels can be hidden, messages 
scrawled on and, if anything is 
not to your liking, then you can 
zoom in with the magnifying 
glass. 

When all is to your fancy, the 
time arrives to save your game. 
This is the first time you will need 
to use the keyboard. 

Author Bill Budge has in¬ 
cluded working tables of all the 
present computer pinball com¬ 
petitors such as Night Mission 
and David's Midnight Magic. All 


told this is a truly astonishing 
leap forward in eight-bit pro¬ 
grams and you get all this for 
£29.99. 

Unfortunately it will not work 
on the new Atari XL range which 
means owners of these micros 
will just have to hang on until a 
conversion arrives. 


• Getting started 7 

• Graphics 7 

• Value 7 

• Playability 8 


WIZARD 
WITHOUT 
ANY MAGIC 


PINBALL WIZARB 


'Pinball Wizard' is a video ver¬ 
sion of pinball for the unex¬ 
panded Vic-20. It is distributed by 
Terminal Software of Manches¬ 
ter at £7.95. 

The program takes two mi¬ 
nutes to load completely, during 
which time a title page flashes 
on to the screen, and finally the 
game display itself appears. Very 
nice it is too, with multicoloured 
and flicker-free graphics. 

The game can only be played 
from the keyboard by using the 
"Commodore" or "cursor-right" 
keys to flip and the spacebar to 
nudge. It really is a poor piece of 
program design in this day and 
age, when any program of this 
kind should run on joysticks to 
prevent wear and tear on the 
keyboard. 

The flippers are reasonable, in 
that you can catch and hold balls 
on them in the way that Termin¬ 
al's publicity suggests — but it is 
a bit tricky. All three flippers 
operate together and cannot be 
activated separately. The sound 
is poor, though the graphics im¬ 
pressive. 

The documentation supplied 
with the program, apart from the 
loading instructions, is adequate. 

It would appear that the possi¬ 
bility of a more advanced pinball 
program — in say, 8k — has 
been sacrificed on the altar of "it 
must fit into the unexpanded Vic 
at all costs", and an unsatisfac¬ 
tory compromise is the result. 

In conclusion, therefore the 
program is overpriced at £7.95, 
as it is too limited to hold atten¬ 
tion for long. Pinball Wizard for 
the Vic-20 is distributed by Ter¬ 
minal Software of Manchester. 


• Getting started 5 

• Graphics 8 

• Playability 6 

• Value 4 
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IT'S ONLY 
ROCK N' 
ROLL, 

BUT... 


ROCK N’ ROLL 


K-Tel are well known as the 
people who bring you those giant 
compilation LPs full of greatest 
hits. Now they've moved into the 
world of computer software with 
a range of "Doublesider" tapes 
for the Spectrum. 

One of the first features games 
called It's Only Rock n' Roll and 
Tomb of Dracula — both Adven¬ 
ture style games with some 
graphics thrown in. 

In It's Only Rock n' Roll, you 
set out to become a rock super- 
star— and the road to stardom is 
a tough one. You have to write 
songs — with the help of your 
Spectrum — raise enough money 
to go on tour or play concerts, 
make records, hire and fire man¬ 
agers, just like real life. It's like a 
computerised game of Monopoly 
set in the pop world. 

The second half of this 
"Doublesider" is Tomb of Dracu¬ 
la, a standard maze-style Adven¬ 
ture with some amusing graphics 
thrown in. I found myself getting 
killed off too quickly, but I think 
that's more my fault than the way 
the game is put together! 

The documentation for this 
game is much better and en¬ 
hances the playability. 

All in all, this innovation from 
K-Tel is pretty good value for 
money. Two enjoyable games for 
£6.95 available now from Spec¬ 
trum games stockists. 


# Getting started 6 

• Graphics 6 

• Value 7 

# Playability 7 


PLEASE 
SAVE THE 
WHALE! 


MOBY DICK 


If you support the Save the 
Whale campaign and like playing 
computer games, then Moby Dick 
will keep you happy for hours! 

However, if you like fast addic¬ 
tive original games then I'd give 
this one a miss. The theme is a 
fairly old one. Depth charge the 
submarines and shoot the heli¬ 
copters. But there's a twist — if 
you hit Moby Dick, who is swim¬ 
ming in among the subs — you'll 
be rammed by a large green ship 



and sink helplessly to the sea¬ 
bed. You are also supposed to 
catch the pilots of the helicop¬ 
ters as they parachute down 
from their doomed craft. 

You get five ships per game, 
and there are three attack 
waves. In the first, the sub¬ 
marines do not attack, but the 
choppers drop bombs which you 
must avoid. In wave two, one sub 
releases floating mines and in 
wave three the other submarines 
release tracking missiles. 

I found the game slow, and 
after a while a bit monotonous. 
But if you like depth charge 
games and want one for your 
new Commodore 64 then I guess 
you could do worse than this 
offering from PSS of Coventry. 
It's available now and costs 
£7.95. 


# Getting started 

# Graphics 

• Value 

• Playability 

6 

7 

6 

6 

POPCORN 

FOR 


PENGO 


| PENGO 


Now here's a game which will 
certainly leave you with cold 
feet. Arcade favourite Pengo has 
now been released for the BBC B 
and, in case you didn't know, the 
game is set in the frozen North 
(somewhere near Watford no 
doubt). 

As Pengo, you have to kick 
away the blocks of ice to clear a 
path, but you're pursued by 
snobees which can be killed if 
you kick ice at them. There are 
also three bonus ice cubes 
which don't break when you kick 
them which can be moved 
around the screen. If you man¬ 
age to get them in a row, then 
you score extra points. Once 
you've killed all the snobees, 
then you move on to a harder 
screen. 

I found that the best tactic 
was to kill all but one of the 


snobees and then get the bonus 
blocks. Once you've done this, 
you can kill the last snobee and 
move on to the next screen. To 
help you along, the Beeb plays 
you a nice catchy tune during the 
game, which I'm told is called 
Popcorn. Anyway, it gets faster 
once you've killed a snobee. 

Control is via the keyboard 
although a joystick can also be 
used. The program uses four 
keys to control direction, and the 
return key, to kick a block. It's 
also pretty fast, too. It took me 
some time to clear the first level. 

The graphics in this game are 
excellent and everything moves 
very smoothly. However, if the 
machine is trying to do some 
clever calculations, I noticed that 
the sound becomes a little dis¬ 
jointed. 

Overall, this must be one of the 
best arcade adaptations for the 
Beeb and one of the few pro¬ 
grams that makes the most of the 
micro's features. 

You can get your copy from 
Watford Electronics and it'll cost 
you £7.75. 


• Getting Started 9 

# Graphics 9 

• Value 9 

# Playability 8 


PICK UP A 

PULSATING 

PROTON 


LONE RAIDER 


For several years now Atari In¬ 
ternational (UK) has been as ac¬ 
tive as a rabbit with rigor mortis. 
However, in a small quarter page 
advert subtly hidden at the back 
of most computer magazines re¬ 
cently, Atari offered to look at 
and possibly publish, any Atari 
machine code program. I de¬ 
clined the offer myself — too 
much like hard work — but now 
a game has been picked. 

The Lone Raider is asto¬ 
nishingly good compared to most 
UK produced games and at 
£14.99 it is untouchable. 


It is supplied in a new form of 
packaging for Atari, reminiscent 
of a video cassette box. 

Whilst loading, that elusive 
second cassette track is used to 
play music rather than those in¬ 
tolerable beeps. As with most 
newly released games, the title 
page is very flash with some nice 
animation, although I felt most 
deprived by the lack of deep 
bassy title music bursting forth 
by kind permission of POKEY. 

The game is in three stages. 
You beam down to the surface of 
a hostile planet then after blast¬ 
ing your way through a few 
dalek-like enemies — ducking 
the odd stray shot and sneaking 
past The Giant Terminator — I 
suspect this name was stolen 
from one of the Worst of Holly¬ 
wood movies! — you sneak into 
the factory entrance. 

Once in the factory, you are 
duty bound to burn around the 
place collecting the stores of 
neutrons whilst avoiding the 
nefarious robot guards. 

Like Pacman, you can kill the 
robots after eating one of the 
pulsating blue objects — which I 
am told are protons. But unlike 
Pacman these power pills move! 
You weave through doors, duck 
under protons you'd prefer not to 
use and most regularly get 
squeezed to death between the 
robots. 

After much diligent practising 
however, I passed this screen 
and after passing a bonus screen 
got into the transmitter room. 
Here you theoretically dodge 
some evil looking bounders to 
reach the transmitter. 

Overall it is a very smooth 
game and strangely addictive. 
For the budget buyer and collec¬ 
tor alike, I strongly recommend 
Lone Raider. It runs in 16k on 
both the new and old ranges of 


Atari machines. 

• Getting started 
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Back in November we asked you for your ideas 
on arcades of the future — how they could be 
transformed from the rather seedy establish¬ 
ments found in towns and cities today 
gleaming fun palaces of the future. Well architect 
Richard Porch has answered our plea — and now 
here is his very individual view of the shape of 
arcades to come... 


FUN PALACES OF THE FUTURE 


■miiniMn 


"Imagine walking down your 
high street on your way to your 
local arcade. When you get 
there, you find that the normal 
ordinary looking shopfront has 
been replaced by something that 
looks like Battleship Galactica! 
Instead of a roof there is a vast 
glass dome full of gleaming pipe¬ 
work and sheet metal. 

You walk into this strange 
structure — and the first thing 
you notice is the overall gloom, 
pierced only by the strobing 
flicker of dozens of video game 
screens. Ceilings and walls are 
gone and in their place are 
spaceframe grids. Within these 
grids are screens advertising 
software, and the latest films. 
Why can't all arcades be like 
this? 

Meanwhile back in the real 
world... don't you wish, as your 
coins hit the bottom of the cash 
box, that the arcade in which you 
are playing looked less like a 
carpet warehouse and more like 
something from the 21st century? 
A place where you could not only 
play all the latest games but also 
purchase software for your com¬ 
puter and maybe grab a burger 
or two? 

Arcades based on a theme 
could hang in modular clusters 
around a central service mast 
which carried all the necessary 
power cables and other services. 

Inshde these modules it would 
be like wandering around inside 
a printed circuit. Banks of arcade 
game screens would line the 
walls as robot dispensers whir¬ 
red around dealing out soft 


drinks and burgers on request. 
There could even be other com¬ 
puters on line apart from the 
games playing arcade version 
machines. These could be set 
aside to form an electronic 
"school'' which would help with 
exam preparation or even just 
homework! 

To take such an "arcade 
tower" to its logical conclusion 
you could also add accommoda¬ 
tion modules. Such leisure cap¬ 
sule towers already exist in 
Japan — so if arcade modules 
were developed, you could soon 
be enjoying a holiday in the first 
residential games players' motel! 

To fu[ly extend this idea, 
however, you'd obviously need 
the mega-bucks that only big 
computer companies could pro¬ 
vide. This could enable you to 
develop another idea too. How 
about leasing a North Sea semi- 
submersible oil rig and convert it 
to an offshore games players' 
paradise. If you built a dome over 
the deck space, you could house 
an entire community of gamers 
at sea! Such oil rigs can move 
under their own speed power so 
in theory you could play arcade 
games anywhere in the world. 
With accommodation, res¬ 
taurants and game arcades on 
board, maybe you could enjoy 
games playing cruises. 

Once you start, it won't be like 
playing a game, it will be more 
like being at the controls of some 
vast machine — the game 
flashes into action and you're off 
into a new world! 


VANQUISH 
THE VAXXIAN 


MAJOR HAVOC 


With a time-bomb in your pocket, 
you set off to sabotage the Vaxx- 
ian Empire's space stations. 
There's only one worry — can 
you escape before your mine 
detonates? 

You take the part of Major 
Havoc whose ancestors have 
been overcome by the evil Vaxx- 
ian Empire. Your mission — to 
free your people from the 
enemy's clutches. 

Sounds like Star Wars? Well, 
it's not. Although the original 
idea may well have come from 
that epic film. 

Taking off, you set course for 
the first of your targets, situated 
millions of light years away. On 
arrival, you're immediately pitch¬ 
ed into the fray as you battle for 
supremacy with the Fish Robots, 
guardians of the Empire. Not very 
fish-like in appearance, but they 
do a great job in keeping out 
invaders! 

Your skills as a pilot will then 
be called to the fore as you 
attempt to dock your craft on the 
station's landing platform. 

Clutching the bomb, you dive 
into the station and follow the 
arrows which lead you to the 
core of the reactor. Down 


EMPIRE 

of twisting corridors you race, 
towards the core — booby traps 
and hazards lurk round almost 
every corner — one false step 
will lead to instant death. 

You've got the use of a limited 
number of shields which will pro¬ 
tect you from death at the mo¬ 
ment of impact. Use them spar¬ 
ingly — you never know what's 
lying around the next corner! 


Oxygen capsules are vital to 
your survival and must be picked 
up en route to the core. Once 
there, the bomb's timing 
mechanism is activated. 

A very playable game, Major 
Havoc by Atari was launched in 
the States a few months ago and 
has just made its first appear¬ 
ance in the UK. Look out for it in 
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NOT SO ACTIVE ATHLETICS! 


TRACK AND FIELD 


You'd better hurry up and get 
your index finger into training if 
you want to break a few athletic 
world records! 

There are six championship 
events for you to try your hand at 
in Track & Field from Konami. 
You have the choice of two track 
and four field events and in each 
one there's a record to collect if 
you've got the stamina! 

"On your marks, get set, GO!" 
and you're off down the track in 
the gruelling 110m hurdles. Using 
the 'run' button to increase your 
speed and the 'jump' button to 
leap the hurdles, you streak 
down the track and cross the 
finishing line. The crowd leap to 
their feet cheering, but subside 
in disappointment as it's 
announced that you've narrowly 
missed the world record. 

However, don't get despon¬ 
dent — with the choice of the 


100m dash and four field events, 
comprising the long and high 
jump and the hammer and javelin 
throws, you've plenty of chances 
to beat those elusive records. 

In the field events, use the 


ROUT OF THE R0B0N0IDS 


MARVINS MAZE 


"Wait a minute'', I thought, 
"What's Q*Bert doing in a game 
that resembles a 3D Pacman 
with robots?" 

Marvin's Maze, one of the 
latest offerings from SNK Elec¬ 
tronics is a Pacman-based game 
with- a difference. Incorporating 
a 3D maze on two levels, four 
connecting lifts, manic Robo- 
noids and a cute, cuddly Q*Bert- 
like character — it's a unique 
variation of one of the early 
arcade success stories — ex¬ 
cept you don't use a joystick. 
Marvin is controlled using a trak- 
ball. 

In the usual Pacman fashion, 
you have to guide Marvin round 
the maze to pick up power pills 
that are littering the 
pathways. 


'run' button to run up to the 
throwing line and then, thumbs 
on the 'jump' button, gauge the 
distance and throw —the longer 
the throwing button is depress¬ 
ed, the further and higher you, 
the javelin or hammer will travel. 

The 100m dash can be played 
either against the machine or 
against three other players using 
the four 'run' buttons to increase 
your speed. 

Should you manage to win 
and break the current record, 
you'll receive the fanfare 
of a lifetime — with the theme 
tune from Chariots of Fire ringing 
in your ears, you will be escorted 
to the rostrum and presented 
with a medal by a pretty girl. A 
fitting end to a hard won race! 

Arcade athletes will love 
Track & Field — you can now 
play a full day's sport with no 
more discomfort to yourself than 
a cramped finger! 


The robots seem to have some 
form of ESP and converge on him 
from all four corners in gangs. 

Marvin can either escape by 
darting up or down to the next 
level, via the lift, or swailow a 
fiery pill which turns him red — 
now he's ready for action and 
can deal out the same treatment 
to the chasing robots! 

The Robonoids can't follow 
Marvin from one maze to 
another, but there is always 
another set ready and waiting for 
him when he swaps levels. 

Once both levels have been 
cleared of pills, he can move 
onto the next where the pace 
hots up and it becomes harder to 
avoid the nasties and eat up all 
the pills. 

Watch out for paths that are 
dead-ends — you'll soon be 
caught out and trapped by those 
beady-eyed monsters. 

Marvin's Maze won't set the 
adrenalin coursing through your 
veins, but it's instantly likeable 

and very playable. Full marks 
to SNK Electronics for 
rejuvenating an old 
idea into something 
other than the 
average 
Pacman 
spin-offs. 


THE SEARCH IS ON 
FOR THE C&VG 1004 
ARCADE CHAMPION! 

Have you rescued the 
Princess in Dragon's Lair? 
Or have you come first in 
the Pole Position Grand 
Prix? If so you are prime 
candidate for our 1984 
Arcade Championship ti¬ 
tle. 

Your first move will be 
to fill out the coupon on 
our Next Month page and 
mail it to us. All we ask 
you to do is to take the 
form along to your local 
arcade, pub or the place 
where your favourite 
arcade machine lurks, get 
that high score and get the 
publican or arcade owner 
to witness it for you. 

You can aim for a high 
score on up to three diffe¬ 
rent machines. Your 
chances of reaching our 
grand final in the summer 
are increased if you enter 
on more than one 
machine. There will be a 
grand prize for the overall 
champion plus runners-up 
prizes too. So don't 
forget — get next 
month's Computer and 
Video Games and begin 
your quest to become 
King — or Queen — of 
the arcades! 





Who would have thought that 
"Noughts and Crosses" would be 
used as a theme for a pinball? 
Well Bally did — and they've just 
released a pin called X's and 0's 
based on that age-old game. 

Located inside the playfield is 
a video style noughts and cros¬ 
ses board. The X's and 0's are lit 
up by hitting various targets. 
Light up the entire card and one 
letter in the word Tic Tac Toe — 
the American name for noughts 
and crosses — will light up in the 
back-glass. Light up the whole 
word and you score two replays! 

The playfield itself is fairly 
conventional with a group of 
three thumper-bumpers at the 
top, some interesting lane 
change features plus one of 
Bally's "saucers" — those little 
gizmos which trap the ball then 
catapult it back into play. It's a 
fairly conventional machine but 
is well worth taking a look at if 
you spot one in your local 
arcade. Up to four players can 
compete in this elaborate version 
of noughts and crosses by the 
way. 

Next issue we hope to bring 
you news of the latest develop¬ 
ments on the pinball scene after 
C&VG's visit to the big arcade 
show in Blackpool. This show 
regularly features all that's new 
in the arcade world and all the 
top arcade names will be show¬ 
ing their brand new offerings. 

So if you are a pinball player, 
watch this space for the shape of 
pins to come! 

Meanwhile, elsewhere in this 
issue we've taken a look at pin¬ 
ball converted to computers. 
Simon Hood of the Pinball Own¬ 
ers' Association takes a look at a 
version of video pinball for the 
Vic-20, and you'll also find re¬ 
views of versions of the game for 
the Atari 400/800 and the Dragon. 
Do they match up to the real 
thing? Turn to our reviews 
section to find out. 
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THE ADRENALIN FLOWS 
THE ADVENTURE BEGINS 


FOR YOUR ZX SPECTRUM 
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51 Meadowcrofc, Radcliffe 
Manchester. M26 OJP 
Tel; 061724 8622 

Quality arcade action games for the 

CflMMO0OffC 64 

Gfwrais The earth is being invaded by an 
alian force, the GALAXIONS have arrived from 
a dying planet, determined to destroy 
civilization as we know it. They came in 
formation, swooping and diving towards the 
planet earth. You and you alone can save 
mankind from the terrifying destruction the 
alians threaten us with. , 

100^ Machine Code 
3 Lives 

Bonus ship at 10000 u — 

Progressive levels of play t X 

mack mm 44 A fantastic version of 

this popular arcade game. 

100*^ Machine Code 
3 Lives, Bonus fruit 
Power pills' 

4 Very inteligant ghosts 




£7-95 


Oiobill til tycOiCtfCMC In days of old when 
knights were bold and the sheriff was in power; 
to play this game guide Robin Hood, to Marian 
locked up in the tower v 

lOO^- Machine Code 
Sprite Graphics 

3 Lives - 

12 Screens of arcade action fc/*95 



All our games are available mail order P&P included 
from the above address. Orders sent by return post. 
Also available from all good computer shops. 

Distribution, 

PCS. Darwen, CENTRE SOFT West Midlands 
ALPHA TAPES, Merseyside, TIGER, Cheshire, 
CALISTO, Birmingham, LIGHTNING, London, 
LEISURESOFT, Northampton. 


«>48K SPECTRUM^ 

1984 

THE GAME OF 
ECONOMIC SURVIVAL 

THE BRITISH ECONOMY WITH YOU 
AT THE CONTROLS! WHAT SORT 
OF CHANCELLOR WOULD YOU 
MAKE WITH SEVERAL BILLION 
POUNDS TO SPEND & FIVE 
YEARS TO THE NEXT GENERAL 
ELECTION? GRAPHIC DISPLAYS, 
HISTOGRAMS & AN ANNUAL 
PERFORMANCE RATING ARE ALL 
INCLUDED TO SHOW HOW YOU 
ARE DOING. HOW MANY YEARS 
WILL YOU LAST? 

FREE INSIDE: Pocket Guide to 
Running Britain ! 

N003 £5.50 


MOUNTAINS 

OFKET 

ADVENTURE 

A MONSTER OF AN ADVENTURE 
PROGRAM! COMBAT, INTER¬ 
ACTIVE BEINGS, MONETARY 
SYSTEM, MAGIC, EDGAR, SAVE/ 
LOAD FACILITY PLUS MANY 
OTHER FEATURES. 

As well as being a fast ingenious 
compelling adventure in itself-the 
Mountains of Ket is the first of a 3 
part series that builds into a 
mammoth adventurers challenge. 

Incentive: It could be adventageous 
if you achieve 100%!! 

N002 £5.50 


SPLAT! 


ARCADE 


ONE OF THE MOST ORIGINAL 
AND COMPELLING ARCADE 
GAMES EVER PRODUCED! 
STARRING ZIPPY!! 

"SPLAT! is one of the most 
addictive games I have ever played 
on the 48K SPECTRUM, It is 
certainly the most original" 

Computer & Video Games 

NOW AVAILABLE FROM WH SMITH 
AND BOOTS. 

N001 £5.50 


All programs run in the 48K ZX SPECTRUM and are available from all 
good computer shops. In case of difficulty please order direct using 
the coupon below. 

Please send me (tick box(es) required) 

1984 □ MOUNTAINS OF KET □ SPLAT □ 

All at £5.50 each (inclusive of VAT and 1st class postage) 

I enclose cheque/P.O. for £ or debit my Access Account No 

a ri i i i i i i i i ii i i m 

Name_ 

Address_;_ . _ 

INCENTIVE SOFTWARE LTD., 54 London Street, 
Reading RG1 4SQ. Tel: Reading (0734) 591678 




1984 

A GAME OF 

GOVERNMENT MANAGEMENT 
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CARTOONS FOR THE DRAGON'S 
LAIR FROM COLECOVISION 


The hot new laser game — 
Dragon's Lair — has been 
licensed by Colecovision for con¬ 
version to their home video 
games system. 

The laser disk game which 
introduced the new super hero, 
Dirk the Daring, has caused a 
storm in the arcades that have so 
far installed it. 

The super detailed cartoon 
animation makes computer 
graphics obsolete, as you control 


Dirk on his swashbuckling 
adventure to rescue the beautiful 
princess held captive by the 
keeper of the castle. 

The quest takes you through 
38 booby trapped rooms, each 
with its own unique hazards and 
challenges. But what's really 
special about Dragon's Lair is the 
cartoon animation drawn by ex- 
Walt Disney man, Don Bluth. 

When the Colecovision ver¬ 
sion appears in "mid 1984", Col- 


eco have promised to bring out 
all the necessary hardware to 
make the game work. 

This is likely to be some sort of 
home laser disk add-on for the 
Colecovision. As Coleco now 
have the rights to Space Ace, 
they seem to be concentrating 
their new arcade game licensing 
firmly in the area of laser disk 
games. Which all adds up to one 
thing — laser disk games on your 
Colecovision. 


10,000 DOLLARS UP FOR GRABS! 


Massive cash prizes are up for 
grabs in a prestigious new com¬ 
petition — The International 
Video Game of the Year. 

The competition, which is 
being launched simultaneously, 
in 20 countries, is being spon¬ 
sored by Video Games Interna¬ 
tional Ltd, and carries a hefty 
$100,000 advance against world¬ 
wide royalties for the winning 
game, plus five further advances 
of $15,000 for winners in other 
categories. 

The competition is expected to 
attract entries from the 
thousands of video games pro¬ 
grammers and computer buffs 
around the world. The aim is "to 


discover new games which rep¬ 
resent a breakthrough in basic 
creative and commercial flair," 
say the organisers. What they 
want to find is the new Space 
Invaders or Pac Man. But are 
they too late now that laser discs 
are invading the arcades? 

The winners will be 
announced at the end of this 
year at a special ceremony in 
London which will be filmed for 
worldwide TV distribution. 

The competition is divided into 
six categories, Sport, Simulators, 
Arcade, Strategy, Adventure/ 
Fantasy, Special. The Special 
award will go to the best pro¬ 
gram which proves the best edu- 


HERE ARE THE LUCKY WINNERS . . . 


Many of you sharp-eyed games¬ 
ters had no difficulty naming the 
games in our January Colecovi¬ 
sion competition. 

We printed four screen shots 
of games from the Colecovision 
range and asked you questions 
about each one. 

Question one was the hardest. 
It showed the Space Warp 
screen from the game Gorf. 

But you didn't need to be 
Professor Video to tell us that 


Sega are the manufacturers of 
the arcade version of Zaxxon. 

Kong fans sailed through 
questions three and four to tell 
us that picture number three is 
screen two of Donkey Kong, and 
that screen number four is the 
follow-up game to Kong — enti¬ 
tled Donkey Kong Junior. 

The first three correct entries 
out of the C&VG memory bin 
were Chris Hall of Stone, in Staf¬ 
fordshire, Andrew Taylor of Dud- 


CHANGE OF IMAGE FOR IMAGIC 


Imagic — the company behind 
the hit VCS game Demon Attack 
— have announced that they will 
no longer be marketing games 
under the company name. 

Instead, Imagic will become a 
design software house selling 
their games to other companies 
in the video games business. 


Imagic were dealt a body blow 
last month when their top desig¬ 
ner — Rob Fulop — he of Demon 
Attack fame — announced he 
would be leaving the company. 

The Imagic developments 
have followed a very shaky few 
months for the major American 
video games companies. 



cational or entertainment value 
but cannot be classified as a 
game. 

Apart from the prizes and ad¬ 
vances paid, the winning authors 
will receive 10 per cent of all 
income from their programs. 

Organisers of the awards say 
that the Video Game of the Year 
will become an annual event and 
have planned the next two award 
events for Cannes and Los 
Angeles. 

Further information about the 
Video Game of the Year awards 
can be obtained from Mark Eliot, 
Video Games International Ltd, 
Pinewood Studios, Iver Heath, 
Buckinghamshire. 


TOP TEN 

ITT 

Battlezone Atari 

[T 

Pole Position Atari 

jr 

Tnnkev Kong cbs 1 

IT 

River Raid Activision 

nr 

Dio Dug Atari 

nr 

Pnpeye Parker Bros. 1 

(7 

Tutankham Parker Bros 

IT 

Galaxians Atari 

tr 

Moon Patrol Atari 

Ml 

) Ream Rider Activision | 


ley, West Midlands, and D. 
Chung of Mansfield in Notting¬ 
hamshire. 

The lucky trio will each re¬ 
ceive a Colecovision video 
games console and Turbo driving 
module and cartridge — the Col¬ 
eco system comes with the ex¬ 
cellent Donkey Kong cartridge. 

Watch out for more name the 
games competitions and remem¬ 
ber the biggest and best prizes 
are always in C&VG. 


As profits tumbled and games 
sales remained stagnant, at least 
one company, Teleys said they 
would be withdrawing from the 
market. 

Even the market leaders — 
Activision — reported a million 
dollar loss in their third quarter of 
trading »on video games sales. 


GYRATE WITH 
THE GYRUSS 

Taito's new arcade hit Gyruss is 
about to emerge from the Parker 
Brothers' stable converted for 
the Atari VCS and the Coleco¬ 
vision. 

Many of you will remember 
Gyruss as the Mystery Machine 
that was launched at the 1983 
Computer and Video Games 
Arcade Player of the Year 
championships. 

The super fast shoot-'em-up 
with the spinning aliens adds a 
completely new dimension to 
videogaming. 

You control a craft that spins 
through 360 degrees around a 
black hole. The aliens are com¬ 
ing at you relentlessly from the 
black void. 

Speed on the fire button and 
quick directional spins are re¬ 
quired to chalk up the mega 
score on Gyruss. The spinning 
effect almost makes you dizzy as 
you blast the enemy. 

Also in the pipeline from Par¬ 
ker's arcade — cloning plant — 
Atari's Star Wars game. This ver¬ 
sion of Star Wars puts you at the 
controls of the Millenium Falcon 
hurtling down the tunnel of the 
Death Star with Darth Vader at 
your tail. 

The games are having the 
finishing touches added at the 
moment and are expected in the 
shops in May — for Atari VCS 
and ColecoVision. 
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KONG IS STILL KING OF 
ARCADE CONVERSIONS! 


Hello again! I 
hope you are 
finding my 
tips on video 
gaming use¬ 
ful in getting 
those scores 
that impress 
your friends! 

This time I've 
decided to 
look at another classic video 
game to come in from the arcade 

— Donkey Kong. 

That giant gorilla has inspired 
a thousand imitators and is still a 
best selling game around the 
wide video playing world. The 
version I'm looking at here is for 
the ColecoVision system — one 
of the most faithful copies of the 
original. But the tips will apply to 
most other home video versions 
of this classic climbing game. 

Coleco give away the Donkey 
Kong cartridge with their system 

— so many of you might just 
have found one in your Christmas 
stocking! Anyway here we go 
with those hints and tips ... 

The Coleco version features 
three of the original arcade 
Kong's four screens. These are 
the Ramp screen, Rivet screen 
and Elevator screen. Each pose 
their own particular challenge to 
the player. 

The game kicks off with the 
Ramp screen. Kong stands at the 
top guarding Mario's beautiful 
girlfriend — and throwing barrels 
down the ramps to prevent little 
Mario grabbing his girl back from 
the arms of the great hairy ape. 
Don't you feel for the poor little 
chap? Sorry! Back to the 
game... 

The aim in the first screen is to 
get to the top of the ramps as 
quickly as possible, by climbing 
the first complete ladder you 
come to on each level. 

You can hide up the ladders 
while barrels make up their 
minds which way they are going 
to roll. 

The key part of this screen is 
the final run up to the ape's 
girder. You have to time your 
flying jump over the last barrel 
before climbing to Kong's level 
with great care — otherwise 
Mario has gone all that way for 


of the screen, hop up onto the up 
elevator and jump right to the 
suspended girder section — 
where a fireball lurks. You can 
fool the fireball by dodging up 
and down the ladders giving you 
more time to make it to the down 
elevator in the centre of the 
screen. 

Going down! Jump off into the 
jumble of girders and gaps on the 
right hand side of the screen and 
quickly leap up to the girder 
section below the ape's level — 
avoiding the fireball in the top 
right hand corner of the screen. 

Another fireball guards the 
ape's girder. But again you can 
fool it by dodging up and down 
on your ladder. This gives you 
time to nip up onto Kong's girder 
— and up to the girder where 
Mario's girl stands waiting. 

Professor Video reckons 
speed is essential in defeating 
Kong! But maybe you know bet¬ 
ter? Remember I want to hear 
from you if you've got any hints 
or tips on playing home video 
games. More helpful hints next 
issue. Bye for now! 


nothing! And the only advice I 
can give you here is to practise 
which — as we all know — 
makes perfect video game 
players! 

Then comes the Rivet screen. 
Here you have to grab all the 
rivets as quickly as possible — 
only grabbing the objects which 
appear for bonus points if they 
happen to be in the path of your 
game pattern. 

Remember your bonus point 
timer is ticking away at the top of 
the screen and the extra points 
you pick up by grabbing a prize 
might not make up for the time 
bonus you've lost. 

I advise attempting to move to 


the right hand side of the screen 
— picking off the rivets and trap¬ 
ping the deadly fireball at the 
same time. It can't follow you 
once you've created a gap in the 
girders. Then rush back to the 
left hand side of the screen and 
clean up the rivets there — pick¬ 
ing up the bonus umbrella as you 
do so. 

Once you've removed the sixth 
rivet, the Elevator screen flashes 
up before your eyes. 

This is probably the most chal¬ 
lenging screen of the game — 
with those moving lifts adding a 
hazard or two in Mario's quest to 
rescue his girlfriend. 

Starting on the left hand side 
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RIDE THOSE 
WILD BEAMS! 

Activision consistently manage 
to bring out good games — and 
their latest for the Intellivision 
called Beamrider is no excep¬ 
tion. 

Activision have managed to 
breathe new life into the space 
shoot-out theme with this fast 
and addictive addition to their 
range of games for the Mattel 
system. 

The game begins with your 
spaceship within the hangar 
deck of a vast spacecraft. Press 
the game action button and the 
hangar doors open to reveal a 
scrolling grid. Your ship launches 
into space and soon enemy 
saucers appear on the horizon 
racing toward you and then 
dodging away after dropping 
deadly photon bombs. 

Take a look at the top of the 
screen where the battle compu¬ 
ter readout gives you the number 
of alien craft in that sector. Blast 
them with your laser lariat bolts 
and then watch for the Sector 
Sentinel which cruises across 
the top of the grid — only one of 
your three torpedoes can destroy 
it so take careful aim along the 


grid and blast it for a bonus 
score. 

The Sentinel is protected by 
green blocker craft so you'll have 
to dodge around these to get in 
the killer shot. 

Then you're off into the next 
sector with more sinister aliens 
to defeat! 

A new danger is added in 
each new sector you reach — up 
to sector 14. Some you can blast 
with your laser, some can only 
be destroyed using your torpe¬ 
does — you only get three per 
sector — and some can only be 
dodged. 

Occasionally yellow rejuvena- 
tors will float through the grid 
matrix — if you manage to catch 
one with your craft, you'll win a 


bonus ship to help you progress 
through the sectors. You get the 
regulation three lives to start 
with — but you're going to need 
all the extra lives you can get in 
later stages where game action 
starts to speed up. 

Beamrider is a nicely pre¬ 
sented game with good graphics 
— but I've got one gripe. I would¬ 
've liked to be able to move the 
spacecraft up the grid as well 
instead of just moving it left and 
right. 

A nice touch is that you can 
play the game with up to four 
people — another original Activi¬ 
sion innovation. 

There is also a "drop out" 
facility, so if one player has to go 
away for tea or something, the 
Intellivision automatically omits 
the player and adjusts the game, 
accordingly — neat eh? You can 
also freeze the action at any time 
during the game. 

Beamrider from Activision will 
set you back £29.95 and is avail¬ 
able from Intellivision dealers 
now. 


THE VERDICT 


A great addition to the Intel¬ 

livision game catalogue. Very 

addictive! 


• Action 

iii) 

^ ^ a ^ 

• Graphics 

i i i 
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• Addiction 

i i ii 
-A 

• Theme 
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BUBBLING 

UNDER! 

At last an original game theme! I 
must admit to becoming a bit 
jaded with the usual video game 
fare of shooting aliens, dodging 
ghosts or blasting tanks. OK — 
so I'm probably generalising a 
lot. But Imagic's latest for the 
Atari VCS struck me with its 
originality. 

Here's the general idea of the 
game. An evil undersea race, the 
Titans, have imprisoned Nep¬ 
tune's daughter, the beautiful 
mermaid Neptina. 

You take the part of Proteus, a 
member of Neptune's watery 
royal court, and set off to rescue 
Neptina from the underwater 
cage the Titans have built as a 
mermaid trap! 

Proteus takes the form of a 
dolphin to avoid the attentions of 
the Titans — but he can also 
change into a seagull to patrol 
the skies above the oceans. 

The aim of the game is to help 
Proteus find the three pieces of 
Neptune's missing Trident — as 
only this can free Neptina from 




FATHOM 


BEAM RIDER 


DIG-DUG 


SPECTRON 
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the Titan's cage. 

The keys to finding the bits of 
the Trident are magical starfish 
in the sea and stars in the sky. To 
discover these, Proteus the dol¬ 
phin must touch seahorses in the 
sea and, when disguised as a 
seagull, Proteus must touch pink 
clouds in the sky. 

Touch enough seahorses or 
clouds and the magical stars and 
starfish are revealed. Touch the 
stars and starfish and Proteus 
gets one of the missing bits of 
the Trident. 

But there are enemies in the 
sea and sky — nasty octopi and 
intelligent bits of seaweed hinder 
the Proteus' search underwater, 
while blackbirds patrol the skies. 

Once you've managed to get 
the Trident and rescue Nep¬ 
tune's daughter, you move onto 
another level, which opens up 
new horizons. Your seagull has 
to fly further to get those all 
important stars and the dolphin 
has to dive deeper to get the 
starfish and seahorses. All the 
time you have to keep an eye on 
your energy level. Touching sea¬ 
horses and clouds keeps your 
energy high — but hitting an 
octopus, seaweed, blackbird or 
black cloud drains your energy. 

Fathom is a game of strategy 
and action. You need to work out 
the best time to transform from 
bird to dolphin and vice-versa, 
where to find the starfish and 
stars, and how to keep that ener¬ 
gy level high enough to keep 
going. 

The graphics must be among 
the best around for the VCS — 
although the sound effects are a 
bit limited. 

The game is well presented 
with an informative instruction 
leaflet which includes tips on 
how to survive the first level of 
the game — invaluable for a 
beginner attempting to get into 
the game for the first time. You 
do have to read the instructions 
carefully to get the most out of 
the game. 

This leaflet promises a special 
surprise if you manage to free 
the mermaid Neptina seven 
times. I can't wait! 

Fathom is available now from 


Imagic and can be found at all 
Atari video games stockists at 
£29.95. 


THE VERDICT 

If you fancy a 

change from 

the regular 

offerings — 

check Fathom out. We think 

it will keep you amused for 

some time! 

• Action 


# Graphics 


G Addiction 


# Theme 

nil 


YOU'LL 
REALLY DIG 
THIS! 


Dig-Dug was a really popular 
arcade game — and now Atari 
have converted it for the VCS it's 
going to be just as popular 
among home video gamesters! 

Atari's latest release for their 
2600 system brings all the thrills 
of the arcade game into your 
front room. 

Personally I've always felt that 
the man who invented a game 
which involves sticking an airline 
into a defenceless creature and 
then blowing it up until it ex¬ 
plodes was a prime case for the 
League Against Cruelty to Aliens 
— but whatever turns you on I 
suppose! 

For those of you who haven't 
seen Dig Dug in your local 
arcade, here's the general idea. 
You take the part of Dig Dug a 
super-gardener who burrows 
underneath his vegetable patch 
to stop the nasty meanies getting 
to the surface and eating his 
prize veggies. 

These meanies are the balloon¬ 
like Pookas and a sort of mini¬ 
dragon creation called Fygar. 
Fygars can breathe fire and are 
an added underground hazard. 

You guide Dig Dug through the 
earth beneath his garden chas¬ 
ing the meanies — which can be 
found in underground caverns. 
The meanies also have the ability 
to transform themselves into 
ghost-like forms, moving at will 
through the earth and ganging up 
to chase poor old Dig Dug. 

Dig is armed with an airpump 
with which he can either just 
stun or destroy the meanies by 
blowing them up until they ex¬ 
plode. Nasty! 

He can also lead the meanies 
under strategically placed rocks. 
Once he's dug a tunnel under 


them, they fall — crushing what¬ 
ever is stupid enough to stand 
underneath it. Dig included if 
he's not quick enough. 

This VCS version of the game 
includes a beginners' level which 
gives new players a chance to 
get to grips with the game before 
braving the dangers of the game 
proper. 

You earn points for the number 
of meanies you kill off and for 
how much earth you dig in your 
underground adventures. Once 
you've cleared one screen of 
meanies, you move onto the next 
with more of the nasty little crea¬ 
tures to deal with. 

You get four lives to start with 
— and lose them if you get 
caught by a meanie or crushed 
by one of your own rocks. You 
can earn bonus points by picking 
up the fruits which appear, Pac- 
Man-style, in the centre of the 
screen. 

Dig Dug is going to prove 
popular with maze game fans 
everywhere. It's available now at 
a rather pricey £29.99. Oh yes, 
there's also a nice arcade-style 
opening intro screen too! 


THE VERDICT 


A good version of the arcade 
classic with good graphics. 

G Action 

1 1 X 

G Graphics 

111 

G Addiction 

1111 

G Theme 

i ? i 
^ ^ a 


INVADERS 
MAKE A 
COMEBACK 


"Oh, no! It's Trevor!" But instead 
of retreating in horror up the 
screen, they continue to march 
down in waves, on and on . . . 
Sounds familiar, doesn't it? 

Many aeons ago there was 
once a game called Space In¬ 
vaders which changed the 
course of civilisation. People 
went mad. Those little green nas¬ 
ties became an international 
craze and even put an end to 
conversation in pubs all over this 
country. 

But that was a long time ago, 
so why have Spectravideo 
cloned this age-old idea when 
they could have produced some¬ 
thing really new and innovative? 
Admittedly, they have included 
some new details, but is this 
enough we ask ourselves? 


Not content with little green 
meanies slowly working their 
way down towards death and 
destruction, Spectravideo have 
incorporated some beautiful 
graphics into the game — and at 
least the meanies are orange 
and blue and no longer green! 

The game is set against the 
backdrop of a space city with 
your laser base in the fore¬ 
ground. The nasties make their 
way down the screen in the tra¬ 
ditional method, showering you 
with dozens of bombs, each one 
guaranteed to break through the 
city's defence shields or blast 
you to smithereens. 

You'll notice an addition to the 
game in level four —this is when 
it stops being a game and war is 
waged in deadly earnest. There 
are two types of aliens, the fairly 
innocuous Hobbits and the more 
evil-minded Sinkers. 

The Hobbits behave in the 
usual manner, but the Sinkers 
uncharacteristically jump out of 
formation and weave and dart all 
over the place laying whole 
strings of bombs as they go. They 
are the ones to watch, if you 
want to avoid death. 

If you don't manage to catch 
them before they reach ground 
level, they'll dart into the tunnel 
where your laser base is situated 
and lay a mine. Once nine mines 
have been laid — BOOM! — 
the city blows up and unfortu¬ 
nately you with it! 

Your laser base has limited up 
and down movement in the tun¬ 
nel and you'll need to make full 
use of this facility to dodge the 
aliens as they come crawling 
down the tunnel towards you. 

The watch towers on the outer 
edges of the city will start to 
flash when you are down to less 
than three laser bases — a good 
indication that you're nearing the 
end of the game. 

The pretty graphics aside, 
Spectravideo's Spectron is really 
nothing to shout about and 
priced at around £30 it isn't quite 
up to the high standard of soft¬ 
ware ColecoVision owners are 
used to. 


THE VERDICT 

Nice graphics, but the game 

lacks originality. 

G Action 

11 

G Graphics 

111 

G Addiction 

11 

G Theme 

1 
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OUR HALL OF 
FAME GAMES 


PLANETOIDS 

Acornsoft’s brilliant version of Defender 
for the BBC. At Acornsoft Neil Raine holds 
the top score of 408,000 — beat that! 

MINED OUT 

Quicksilva’s highly rated game for the 
Dragon 32. 

ARCADIA 

One of the best selling games around from 
Imagine. You can enter on the Spectrum or 
Vic versions — but don’t forget to tell us 
which? 

JET-PAC 

The game that made Ultimate a top name 
in the world of games software overnight 
and which is rapidly becoming a cult 
game. For the Spectrum and Vic. 

DIAMOND 

English Software have high hopes for this 
mining game and are even offering a 
diamond as a prize! For the Atari owner. 

KRAZY KONG 

The best version of Donkey Kong we’ve 
seen for the Vic. From Anirog. 

THE PYRAMID 

The Pyramid has Fantasy’s unique high 
score verification system built Into the 
game. Help Ziggy beat the nasties. 

MANIC MINER 

Sheer addiction for the Spectrum from the 
Bug Byte people. 

SPLAT 

Help Zippy survive in this extremely play¬ 
able game from new games company 
Incentive Software. 

ZALAGA 

Space age action from Ardvark for the 
BBC. 

ATIC ATAC 

A great new graphic adventure-style game 
from Ultimate. 

3D DEFENDER 


Malcolm Evans’ game for New Generation 
Software which set new standards for 
graphics on the ZX81. 

(On The Pyramid, please send your high 
scores direct to Fantasy at the address on the 
cassette inlay and NOT to C&VG. Fantasy 
have their own way to verify scores.) 


JET PAC 


1) Jonathan Jones, Solihull, 
West Mids — 7,306,857 

2) Elliot Potts, Herne Bay, Kent 
— 5,747,530 

3) Carl Hornsey, Brighton, Sus¬ 
sex — 5,702,460 

4) Michael Stuart, Ballymoney, 
Co. Antrim — 5,653,775 

5) D. Lawrence, Cambridge — 
5,608,180 


MANIC MINER 


1) Daryl Unwin, Camberley, Sur¬ 
rey — 5,000,083 

2) Paul Rattray, Kinnoull, Perth 

— 2,642,037 

3) Julian Rignall, Dyfed, Wales 

— 2,000,923 

4) A. Procter, Leeds — 1,970,815 

5) Stephen Lynch, Wallasey, 
Merseyside — 1,763,590 


PARSEC 


1) C. Sutton, Stoke on Trent — 
1,588,300 

2) Simon Taylor, Cambridge — 
1,358,700 

3) Marc Watson, Bristol — 
1,252,100 

4) Peter, Sheffield — 1,222,700 

5) Michael Tyrie, Whitley Bay — 
1,119,000 


THE PYRAMID 


1) Scott Hamilton, Lanarkshire, 
Scotland — 136,616 

2) Graham Phillips, Chip¬ 
penham, Wilts. — 136,233 

3) Steven Lea, Sheffield — 
136,022 

4) Simon Hawkins, Cheltenham, 
Glos. — 135,999 

5) Michael Grove, Birmingham 
— 135,934 


PLANETOIDS 


1) Paul Dhonan, Reigate, Surrey 

— 696,200 

2) Seth Christopher, Willaston, 
S. Wirral — 694,300 

3) Matthew Constable, Andover, 
Kent — 682,800 

4) Peter Harrison, Exeter, Devon 

— 593,550 

5) Calvin Lawrence, Peterbor¬ 
ough — 582,225 


How many times have you managed to 
reconstruct the Jetman’s rocket ship? 
Can you defeat the Mutant Telephones 
in Manic Miner? Have you saved the 
universe from the Parsec aliens? 

Well, if you reckon you are a compu¬ 
ter games ace you’re a prime candidate 
for our Hall of Fame — C&VG 's answer 
to all of you hi-scorers who thought you 
didn’t have anything more to prove! 

We’ve selected some top games from 
top software companies and now we’re 
inviting YOU to send in your top scores 
on our Hall of Fame games. All the 
games have been tried and tested by a 
review team — and all of them are fast, 
challenging and good value for your 
precious pocket money. 

You can spot Computer and Video 
Games Hall of Fame cassettes in your 
local computer store because we’ve 
had some special stickers printed 
which the software companies are 
sticking on to our C&VG approved 
games. 

So if you are looking for a value-for- 
money game that will keep its chal¬ 
lenge, stay fresh and challenging as the 
day you first loaded it into your micro 
for months and months, check out those 
tapes with a C&VG sticker about their 
person first! 

Meanwhile, if you think you qualify as 
a top scorer on one of our Hall of Fame 
Games — listed elsewhere on this page 
— then fill in our Hall of Fame coupon, 
get it signed by a witness and stick it on 
a postcard. Then all you have to do is 
mail it to Hall of Fame, Computer and 
Video Games, Durrant House, 8 Herbal 
Hill, London EC1R 5EJ. 

In the New Year we’ll invite some of 
the best top scorers along to a grand 
finals to prove their skills in the spot¬ 
light. In the meantime we’ll be printing 
the top five scorers in our Hall of Fame 
selection each issue. 

And each month we’ve got a C&VG 
“The Champ” t-shirt to give away to the 
top scorer on each game featured on 
this page. Your score doesn’t have to be 
better than the one we printed the issue 
before — it simply has to be the highest 
we’ve received in time for our current 
issue’s deadline. 

We’d also like to hear from you if 
your favourite game isn’t included in the 
Hall of Fame line-up. Maybe you’ll per¬ 
suade us to squeeze it in! 

r C&VG’s HALL OF FAME 

Name. 

Address.. 

I Tel:.I scored..| 

Game. 

It took me (approx.) 

Witness’s name 


have their own way to verify scores.) ough — 582,225 Witness’s name . .j 
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(Ultimate) 

KRAZY KONG 
(PSS) 

| WIZARD AND PRINCESS 
(Melbourne House) 

POLE POSITION 
(Atari) 

i 
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3D MONSTER MAZE i 

(New Generation) i 

A CRAZY KONG 
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DONKEY KONG 
(Atari) 

2 

Q ANT ATTACK 

(Quicksilva) 

FLIGHT SIMULATION 

(Psion) y 
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0 (Imagine) 
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(English Software) 

3 

MANIC MINER 
(Bug Byte) 

FOOTBALL MANAGER , 

(Addictive Games) 
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(Imagine) 

ZAXXON 

(Datasoft) 

4 
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5 
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(PSS) 

T% SKYHAWK 

(Quicksilva) 

COMPUTER WAR GAMES 
(Thorn EMI) 

6 

f COOKIE 

(Ultimate) 

HANG GLIDER 
(Suncom) ; :i 

jl MATRIX 

jffl (Llamasoft) 

SUSPENDED 

(Infocom) 

7 

A ZZOOM 

(Imagine) 

ZX CHESS 1 

(Artie) 

n SARGON II 

(Chess) 

FORT APOCALYPSE 
(Synapse) 

8 

A TRANS AM 

(Ultimate) 

SEA WAR ( 

(Panda) 

BEWITCHED 

(Imagine) 

NECROMANCER 

(Synapse) 

9 

iff| SCRABBLE 

(Psion) 

PROTECTOR i 

(Sinclair) 

III GORF 

(Commodore) 

LEGGIT 

(Imagine) 

10 

[cOMMOpoSi64^ 

DRAGON 32 
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Computer and Video Games 
charts page certainly seems to 
give a true indication of the best 
value-for-money games around, 
judging by the results of our 
Golden Joysticks Awards. 

The Hobbit, which is still at 
number one for both the BBC and 
Commodore 64, won the award 
for Best Strategy Game and 
Manic Miner by Bug Byte won 
the award for Best Arcade style 
game. 

Further more, Ultimate Play 
The Game, who have consistent- 
ly done well in our charts, not 
only won the award for Software 
House of the year 1983 but also 
that for the Game of the Year 
1983 with their game Jet Pac. As 
you can see they continue to 
dominate the Spectrum charts 
with Atic Atac and Lunar Jetman. 

Finally, Imagine, with their 
game Arcadia still going strong 
in both the Vic-20 and Commo¬ 
dore 64 charts, carried off the 
award for the Best Original Game 
with Ah Diddums. 

There are still lots of great 
games bubbling under the charts 
too, so keep your eyes glued to 
this space for further develop¬ 
ments. 

1 THE HOBBIT 

(Melbourne House) 

PETTIGREW’S DIARY 
(Shards Software) 

| THE HOBBIT 

(Melbourne House) 

RADAR RAT RACE 
(Commodore) 

MINED OUT! , 

(Quicksilva) j 

m MISSILE CONTROL 

(Gemini) 

Q ARCADIA 

(Imagine) 

THE KING t 

(Microdeal) % 

j) SALOON SALLY 

9 (Psion) 

CRAZY KONG 
(Interceptor) 

TALKING ANDROID ATTACK . 
(Microdeal) 

a MR MEN 

4 (Mirrorsoft) 

PURPLE TURTLES 
(Quicksilva) 

CUTHBERT GOES 
WALKABOUT 1 

(Microdeal) 

£ SNOOKER 

(Visions) 

AQUAPLANE 

(Quicksilva) 

GRIDRUNNER 

(Salamander) 

£ SNAPPER 

(Acornsoft) 

3 DEEP SPACE 
/ (Postern) 

FROGGER 

(Microdeal) 

PHILOSOPHERS QUEST 
(Acornsoft) 

A METAGALACTIC LLAMAS 
(Llamasoft) 

NIGHT FLIGHT 
(Microdeal) 

HUNCHBACK 
| (Ocean) 

SUPER DOGFIGHT 
(Terminal Software) 

CUTHBERT IN THE JUNGLE j 
(Microdeal) * 

737 SIMULATOR 
$ (Salamander) 

CAESAR THE CAT 
(Mirrorsoft) 

LOST IN SPACE | 

(Salamander) ^ 

KILLER GORILLA 
ij (Micropower) 
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^ Orders to: 
► Melbourne 
House, 
131 Trafalgar Rd, 
Greenwich, 
London SE10 


Correspondence to: 

Church Yard, 
Tring, Hertfordshire HP23 5LU 


Trade enquiries welcome. 


□ Please send me y 
free 48 page catalogue. 




48K SPECTRUM Cassettes 

□ H.U.R.G.,. 

□ The Hobbit. 

□ Penetrator . 

□ Terror-Daktil 4D . 

□ Melbourne Draw. 

□ Abersoft Forth. 

□ Classic Adventure. 

□ Mugsy. 


Now you can create all the stunning arcade effects on your 
Spectrum that up until now have only been available to professional 
r-- software houses. 

n# lit To really fire your imagination, H.U.R.G. includes 

HI IN lid three ready-to-play fast-action arcade games, 

| I created using H.U.R.G. 4 


TOTAL 


I enclose my □ cheque 

□ money order for 


Signature 


Name 


Address 


Each month up until April 30 1984, three prizes 
will be awarded every month 
for the best games of the month ^ 
At the end, the best game will win 

a grand prize of £3,000 ^ 

YOU could be a famous games 

designer! Every entrant has the ^ r - 

opportunity of being published by L— va 

Melbourne House and 
earning royalties. ^ "aft 

Details of the competition 4 ^ 1% 

are available with I 1 

H.U.R.G. J JL1 


Access orders can be telephoned through on our 24-hour ansafone (01) 858 7397. 


Afa\N 


THE GAMES YOU IMAGINE CAN 
BE THE GAMES YOU PLAY 


IGH LEVEL — requires po programming skills>~ simply design the shapes 
yQU want, and H.U.R.G. will animate them irfto the most amazing on-screen action you've ever 
seenvChoose any setting for your game, from mazes to outer space or sinister caverns 

— the only limit is your imagination. * 

(JISER FRIENDLY— H.U.R.G. will lead you through a series 
of easy to follow procedures, endirfg in the creation of a game that is as wild 

M lEAL TIME — You can see exactly what you’r^veating 

ill times. Every game has hundreds of yariations, enmyou can change its 
features at any time. You can speed up the action,change the size’of . * 

the characters arid even make them mere vicious — it’s all up to you; 
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the latest in the line of 
magical programs for 
the Commodore 64 
l i from bubble bus 


A unique game based on 
the famous Table 
Football game with 
—. moving rods through the 
players. Amazing 
graphics and music. For 
one or two players. Two 
' players use two joysticks 
^simultaneously. Machine 
code. 


WIDOWS 

REVENGE 

Similar to our‘Best Seller’ ? 
Exterminator, but this game 
fires back! Obliterate all of the # j jg > 
Widows Warriors but watch out 
for Photon Webbs and devious j 
Egg Layers. Machine code. 1 


HUSTLER 

Written in machine code and 
using Sprite graphics HUSTLER 
takes the 64 to its limits. There 
are six ‘pool’ type games for 
one or two players, high scores 
kept and super music. Machine 
code. See the great press 
reviews. You won t find a more 
realistic snooker type game. 


EXTERMINATOR 

✓t Definitely one of the best arcade 

yr- action games around for the 64. 

y Shoot the worm and everything 

- e | se j n the g arc j en whilst 

^7\ avoiding the deadly spider and 

--/\\ swooping eagle. Machine code 

using high resolution and 
\ Sprite graphics with excellent 
sound. Beware, it’s very 
% addictive. 


“Another gem - a must for the 
collection” 

Commodore Computing 


Price £6.99 each 


| “Finger pressing good!” 

Personal Computing Today 
Brilliant” 

Home Computer Weekly 


If you have any trouble buying our products, 
you may buy direct from: 

k bubble bus 
■ 9 J software 

/ 87 High Street, Tonbridge 
f Kent TN9 1RX 

Telephone: 0732 355962 


bubble bus products are available from: 

LIGHTNING and SPECTRUM DEALERS, LASKY’S, GREENS, SELECTED 
HMV SHOPS, JOHN MENZIES, GAMES WORKSHOPS, CENTRESOFT 
and PCS STOCKISTS. 






























SPECTRUM 
JOYSTICK INTERFACE 

£ 9.95 

(TWO-YEAR GUARANTEE) 


FROM: RAM ELECTRONICS (FLEET) LTD (CVG), 106 Fleet Road, Fleet 
Hampshire GUI3 8PA. (02514) 5858 

Send cheque or postal orders or ring with your Access or Visa card number 


Enter quantity required in box 

ALL PRICES INCLUDE VAT 

□ Spectrum Joystick Interface @ £9.95 

PLEASE ADD £1 p&p 

□ Robust Joystick @ £9.75 

(OVERSEAS ORDERS £3) 

□ Quickshot Joystick @£11.95 

1 enclose £ . 

□ Interface + Robust Joystick @ £18.50 

Charge my Access/Visa £. 

□ Interface + Quickshot Joystick @ £19.95 

Name. 

□ Vic 20 standard 16K ram pack @ £27.95 

Address. 

□ Vic 20 switched 16/3K ram pack @ £34.95 


□ Vic 20 switched 32/16/3K ram pack @ £49.95 



— Joystick Interface and ram packs carry an unbeatable two-year guarantee — 

TO: RAM ELECTRONICS (FLEET) LTD (CVG), 106 Fleet Road, Fleet, Hants GU13 8PA 

(Credit card payment for goods by return post) 



_PROT ENTERPRISES_ 

1 CENTRE WAY, HIGH ROAD, ILFORD, ESSEX. TEL: 01-553 0144 


GAMES 

SUPPLIER 

RRP 
inc. VAT 

OUR 
PRICE 
inc. VAT 

BBC 

City Defense 

Bug Byte 

7.50 

6.50 

Galaxy Wars 

Bug Byte 

7.50 

6.50 

Music Synth 

Bug Byte 

7.50 

6.50 

Oblivion 

Bug Byte 

7.50 

6.50 

Air Traffic CTL 

Microdeal 

8.00 

7.50 

Space Shuttle 

Microdeal 

8.00 

7.50 

Chieftan 

Virgin 

7.95 

6.95 

Cruncher 

Virgin 

7.95 

6.95 


COMMODORE 64 


GAMES 

SUPPLIER 

RRP 
inc. VAT 

OUR 
PRICE 
inc. VAT 

SPECTRUM 

Hunchback 

Ocean 

6.90 

5.20 

Digger Dan 

Ocean 

5.90 

4.95 

Kong 

Ocean 

5.90 

4.95 

Mr Wimpy 

Ocean 

5.90 

4.95 

Stonkers 

Imagine 

5.50 

4.50 

Arcadia 

Imagine 

5.50 

4.50 

Alien & Arena 

K-Tel 

6.95 

5.95 

Rock Roll & Tomb 

K-Tel 

6.95 

5.95 

Atic Atac 

Ultimate 

5.50 

4.40 

3D Ant Attack 

Quicksilva 

6.95 

5.90 


3-D Time Trek 

Anirog 

5.95 

4.90 

DRAGON 





Skramble 64 

Anirog 

7.95 

6.90 

Flight Simulator 


P.S.S. 

7.95 

6.80 

Kong 64 

Anirog 

7.95 

6.90 

Star Trek 


P.S.S. 

7.95 

6.80 

Hexpert 

Anirog 

7.95 

6.90 

Monsters 


Softek 

7.99 

6.90 

Revenge of Camels 

Llamasoft 

7.50 

6.45 

UGH 


Softek 

6.95 

5.95 

Hoover Bouver 

Llamasoft 

7.50 

6.45 






Lazer Zone 

Llamasoft 

7.50 

6.45 

HARDWARE 





Mr Wimpy 

Ocean 

6.90 

5.95 

Spectrum 48K 

£128.95 




Hunchback 

Ocean 

6.90 

5.95 

Commodore 64 

£194.95 




Manic Miner 

Software Projects 

7.95 

6.95 

BBC Model B 

£395.95 




Space Shuttle Simulator 

Microdeal 

8.00 

7.50 

Atari 600XL 

£140.95 







NAME. 

ADDRESS . I 

CARD NO. | 1 11 11 11 1 1 1 1 1 1 1 1 L I.] 


COMPUTER & VIDEO GAMES 61 
















































WHICH STICK? WE PRESEHT THE 

"“ M, « " A,m JOYSTICK SURVEY 


A computer without a joystick is like a canoe 
without a paddle. No self respecting games 
player would want to be without a decent stick 
for his machine. 

Opinions vary as to the best stick and video 
games players are like seasoned tennis pro’s, 
when it comes to choosing their favourite. 

M C&VG over the last few weeks we’ve tested 
just about every stick on the market to bring you 
this comprehensive guide to the best sticks 
around. 

We have tested the sticks for responsiveness, 
ease of grip and fire, robust construction of 
casing, attractiveness, and value for money. 


L 



2 QUICKSHOT 


QUICKSHOT 


Spectravideo’s Quickshot II must be one of 
the best arcade-style sticks around for 
video gamesters. Its solid design prom¬ 
ises hours of trouble free playing. And you 
can use it with the Atari VCS, or Atari 
home computers, the Vic-20, CBM 64 and 
many others. 

The Quickshot II has a number of in¬ 
teresting features. Starting from the top of 
the aircraft style stick grip, you’ll find the 
primary shooting button — for 
those games players who like 
to blast away using their 


pieces and dish shaped to avoid “finger- 
slip” — that dreaded affliction known to 
all vid kids! 

The Arcade Professional can be opened 
up to alter the stick’s movement — four 
directions for maze games and eight direc¬ 
tions for shoot-’em-ups. 


Two fire buttons — one at the top of the 
shaft for thumb firing and another at the 
base of the stick — for you to choose your 
most comfortable fire position. 


THE VERDICT 

Robust stick which can actually be 
repaired unlike some of the plastic 
throw-away sticks on sale. This advan¬ 
tage, however, makes the Arcade Pro 
dearer at £38.50. Nice design — will 
make your friends go green with envy! 


The Arcade Professional has a real arcade 
look and feel to it. 

Based on the controllers from an actual 
arcade game, the Professional comes in a 
shiny black metal case. 

It sits on a hard surface or on your lap 
with a foam base to protect your parents’ 
best coffee table. 

Just like an arcade machine there 
are two fire buttons — useful in 


games like 
you have 
as well as 
The Arcade 
responsive 
the other 
tested. The 
tons are true 
style alien 
as large as 


Scramble where 
to bomb 
fire. 

Pro is as 
as any of 


The Quickshot range of joysticks 
are the slickest, most futuristic 
sticks on offer. 

The original Quickshot stick with 
its long helicopter-style grip keys 
makes it easy to hold. 

Rubber suction pads on the base 
of the stick also make it easier to 
use particularly with maze 
games where you can benefit from 
the stick being firmly secured to a 


THE VERDICT 

Good sturdy construction and comfort¬ 
able grip. The stick scores best on 
shoot-’em-up type games where the 
shaft-mounted button is a real bonus. 
The bulkiness of the shaft makes the 
playing of maze games a little more 
difficult. One of the better sticks — 
retailing at £11.95. Compatible with 
Atari 400, 800, 600XL and VCS — will 
also work with Spectrum through the 
Sinclair interface. 


1 ARCADE PROFESSIONAL 




















































































thumbs. Below this is 
a trigger style fire 
button which lets 
those weary thumbs 
take a rest! 
Spectravideo say that 
the moulded stick grip is “ultra-ergonomic” 
— and who are we to contradict them. 
Suffice it to say that the stick is comfort¬ 
able — even after an extended session of 
River Raid! 

The base of the stick is very sturdy and 
has a neat little innovation built in — an 
Auto-Fire switch. This allows you to un¬ 
leash a continuous stream of bullets by 
simply locking the shooting mechanism. 

To make the stick stable, there are four 
powerful suction cups on the bottom of the 
base — this allows you to play one- 
handed. And the stick won’t come unstuck 
even during the most exciting space 
battle! 

The Quickshot II is available from Spec¬ 
travideo stockists and costs £12.95. 


THE VERDICT 

A winner from top to toe. The C&VG 
joystick jury voted the Quickshot II the 
best stick to come into the office for 
same time. 


RED BALL 


America’s favourite deluxe controller (or, 
as they call them in the US, “gourmet 
stick”!) is the Wico range of sticks. 

It’s easy to see why these sticks have 
been such a success across the water. 
They are sturdy, responsive, and built to 
last. 

The top of the Wico range is the Red 
Bail controller at £27.95. This is one of the 
most responsive sticks we tested — with a 
steel shaft, and fire buttons mounted on 
the base and the ball at the top of the 
shaft. 

Slightly cheaper than the Red Ball is the 
Wico Extended Lever stick. This has an 
extremely long control shaft, though un¬ 
like the Red Ball it only has a fire button 
on the base. 

The cheapest of the Wico sticks is the 
£16.00 Boss. It has a moulded grip which 
makes it comfortable to use. A well sprung 
fire button is mounted at the top of the 


shaft. 



THE VERDICT 

Wico sticks are generally regarded as 
the “Rolls-Royce” of video game con¬ 
trollers. If you can afford to fork out 
£27.95, you’ll get no finer stick than 
the Red Ball — the Extended Lever and 
Boss are also excellent sticks at a 
slightly more affordable price. 


TRAK BALL 


Trak Ball controllers introduce a new spe¬ 
cialist element to video-gaming. Like a 
professional golfer carefully selecting a 
certain iron to match the conditions of the 
green, so a true video games superstar 
will reach for a Trak Ball to play in certain 
games — such as Centipede, or Missile 
Command. 

The Trak Ball offers precision control in 
games where you need to move your 
character all over the screen as quickly 
and accurately as possible. It is a sleek 
black box with triangular-shaped “fire but¬ 
tons” in both top right and left hand 
corners. 

Trak Ball-style controllers were first 
used in arcade games, but are now also 
available for home use and the latest 
version is Atari’s controller for the VCS, 
400 and 800. 


THE VERDICT 

I tested the Trak Ball on Centipede and 
Missile Command and found that it 
added the real feel of the arcade to 
these games. Something of a luxury 
add-on — but if you really take your 
gaming seriously, the Trak Ball is a 
must at £39.99. 


STARFIGHTER 


Suncom’s Starfighter is described by its 
makers as the ultimate joystick. 

Short and stubby and difficult to get a 
good grip on, I did not find the Starfighter 
very easy to use. Although the stick was 
reasonably responsive, I found the shaft a 
little stiff. 


THE VERDICT 

I was not happy with the fire button — 
it was sluggish and let too many nasty 
aliens slip through the net for my 
liking. Starfighter is a little overpriced 
at £13.95. 


LE STICK 


Another baseless stick is Datasoft’s mer¬ 
cury-controlled Le Stick. 

What’s really unique about Le Stick is 
that to move an object on screen you 
simply point the stick in the direction in 
which you wish the object to move. Mer¬ 
cury inside the stick makes the connec¬ 
tions to make the objects move. 


THE VERDICT 

A nice idea — but one that doesn’t 
come off — and we cannot recommend 
Le Stick. Priced at £24.95. 




VIDEO COMMAND 


Video Command is a baseless stick with a 
control grip secured to the top of the shaft. 

The fire button is mounted half way 
down the shaft so that you fire with the 
same hand as you hold the stick. 

The stick is good on shoot-’em-ups, but 
the lack of a firm base makes it difficult to 
handle the tight cornering required in 
maze games. 

Manufactured by Imagic — the makers 
of the Imagic range of video games — the 
stick is in the shops at £12.99. 


THE VERDICT 

Design of the stick means that it is 
extremely lightweight and easy to use. 
Fire response was adequate. The only 
drawback is that the short knob control¬ 
ler may make the stick difficult to use 
in games where a large amount of 
manoeuvring is required. 


TAC stands for totally accurate controller. 

The stick’s extra responsiveness is due 
to a set of mini sensors built on to the 
shaft of the stick itself. 

The TAC’s construction is amongst the 
most robust of the sticks we tested. 

On maze games, the joystick performed 
excellently. It also proved to be a good 
alien stomper. 


THE VERDICT 

This is my work-a-day stick. The one I 
reach for first when I sit down to review 
a game for C&VG. Its no-nonsense 
design with two large well positioned 
fire buttons makes the TAC II a joy to 
use. Available from Sumcom of Man¬ 
chester at £18.95. 





































































































FROM IMAGINE 

Don’t just take our word, see what the experts say.... 


JUMPING JACK 

(Any Spectrum) 

20 levels of crazy, zany fun! 

“Imagine has come up with yet another game that has 
good graphics, an original plot, and is the sort 
of game you just can't stop playing." 

PERSONAL COMPUTER NEWS, 

Aug. ‘83 


(48K Spectrum) 

Heart stopping tension - supersmooth 

animation. 

“Imagines games are guaranteed to be 
different....the graphics are first class. ” 

PERSONAL COMPUTER NEWS, 

Sept. 83 


ARCADIA 

(Any Spectrum, Any Vic-20, & Commodore 64) j 

Discover Britain’s best selling 
computer game for yourself. 

“Now this really is something 
special. ...the bright young things 
at Imagine have confidently 
pledged themselves to the 
production of totally original 
arcade-style software for a 
variety of home machines. ” 

PERSONAL COMPUTER 
WORLD, 

May 83 


ZZOONW ALCHEMIST 


(48K Spectrum) 


Don’t just play your Spectrum 
.fly it! 


“Zzoom is certainly the best game 
Imagine have produced and is 
perhaps the most convincing 
shoot-em-up program yet written 
for the Spectrum." 


(48K Spectrum) 

Can YOU discover the “Spell 
of Destruction?” 

“Excellent graphics and use of 
colour. An imagine-ative game 
and obviously worth the 
money....In playing, the game 
is extremely good fun and very 
addictive. Definitely another 
winner from Imagine." 
CRASH MICRO GAMES 
ACTION, 
Feb. 84 


YOUR COMPUTER, 
Aug. 83 


STONKERS 

(48K Spectrum) 

Poised on the very brink of battle, every decision 
is yours! 

'“Stonkers is set to be the best wargame I’ve seen 
yet....the graphics and overall presentation are 
excellent.. . very addictive - I found myself having a 
bash during any spare hour. ” 

CRASH MICRO GAMES ACTION. 

Feb. 84 


AH DIDDUMS 

(Any Spectrum) 

Be prepared for some sleepless nights 

with this one! 

“Ah Diddums is an original and fun 
game....Diddums gets to be great fun. " 

PERSONAL COMPUTER NEWS, 
|' ---- June 83 

1 M **OW! ■ 

Mew version I 

*° r the » 

r?mniodor< 


Colin Stokes will welcome any CI.K. or 
foreign dealer enquiries at:- 

Imagine Software Ltd 

‘Imagine House’, 5 Sir Thomas Street, 

Liverpool LI 6BW. 

Tel: 051-236 8100 (20 lines) 

Telex: 628586 Games-G 


..the name 
of the game 


All quotes reproduced by kind permission of VNU Publications, Electrical-Electronic Press & Crash Micro Games Action Ltd. 
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METAGALACTIC LLAMAS BATTLE AT 
THE EDGE OF TIME 

A fast and original game for the unexpanded VIC. Challenging 
and tolourful, with good sonics and a unique game action and 
design, this promises to be the most exciting new 3.5K VIC 
game since the introduction of GRIDRUNNER nearly a year 
ago. £5.50 


LASER ZONE 

Experience Laser Zone - an utterly NEW totally 
ORIGINAL masterpiece of Video games design. 
Learn to control two spaceships at once. Feel 
the EXHILARATION as, after long hours of 
practice, you control the two ships so that they 
function as a smooth, co-operative team! Feel 
the raw POWER as you lunge for the electro 
button and BLAST your enemies into expanding 
clouds of SPACE JUNK!! Feel the humiliation as 
a carelessly aimed BLAST slams into the side of 
your last remaining ship!! 8K expansion required. 
Available for Commodore 64 £7.50 
and VIC-20 £6. 


MATRIX 

Jeff Minter has taken Gridrunner - the game that 
topped bestseller charts in USA and UK - and 
created an awesome sequel. 

Graphically superb, it features multiple screens, new 
aliens and attack waves, mystery bonuses, renegade 
humanoids, deflexor fields, diagonal tracking, 
countdown/panic phase and much, much more... * 
Packed into 20 mind-zapping zones and 
accompanied by incrediDle sonics. 

8K expansion required. 

Available for Commodore 64 £7.50 
and VIC-20 £6. 


HOVER BOVVER 

A totally original arcade game for C64 featuring outstanding graphics and a 

sound track created by a professional Piano Wizard. Gordon Bennet has 

borrowed his neighbour’s 
Jt * Air-Mo lawnmower. Mow 

your way through as 

% * many of the 16 lawns as 

. Aw you can before the 

II HE pursuing neighbour 

retrieves his mower. Set 
your dog onto the 

♦ ♦ neighbour to help you out 

of tight spots and don't 
annoy the gardener. Try 

♦ r $irly ■ dfvll not to plough through the 

neat flower beds or 

ill 7 f : overheat your mower! 

' iilPmmmm ■ . £7.50 


ATTACK of the MUTANT CAMELS . 

Planet earth needs you! Hostile aliens have used genetic 
engineering to mutate camels from normally harmless beasts into 
90 foot high, neutronium shielded, laser-spitting death camels!! ( 
Can you fly your tiny, manoeuvrable fighter over the mountainous 
landscape to weaken and destroy the camels before they invade 
the humans stronghold! You must withstand withering laser fire and 
alien UFOs. Game action stretches over 10 screen lengths and 
features superb scrolling, scanner 1/2 player actions and 
unbelievable animation! Play this game and you'll never be able to 
visit a zoo again without getting an itchy trigger finger! Awesome 
m/c action! 

Available for 
Commodore 64 £7.50. 


REVENGE OF THE 
MUTANT CAMELS 

At last the long awaited sequel to Attack of 
the Mutant Camels is available. You are* 
controlling a ninety foot high, neutronium 
shielded, lazer spitting death camel; leading 
a rebellion against your evil Zzyaxian * 
overlords. The game features beautiful 
smooth scrolling graphics and no less than 
42 different attack waves, more than any 
game in video history. The challenge of 
play will last for months as you battle to see 
what’s on the next wave. 


GRIDRUNNER 

Finally true arcade quality 
on the unexpanded VIC! 

Shoot down the segmented 
DROIDS invading the grid. 

Beware of the pods and zappers! 
The awesome speed, sound, and 
graphics gives 
you the best 

blast available for unexpanded VIC. 
Available for VIC-20 £5.00 

Commodore 64 £5.00 
Atari 400/800 £7.50 


49 MOUNT PLEASANT, 
TADLEY, HANTS. RG26 6BN. 
TELEPHONE: TADLEY (07356) 4478 


All orders add 

50p postage and packing 


U*AMA.SOFT GAME^j NOW IN BO£>TS. 
LASKYS ANDlAANY OTHER RETAILERS. 
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CDSMgL 


SPECTRUM 


more action 


CDS Micro Systems .Xommodore 64, Spectrum, 

ONLY £5-95 each at W.H.Smiths,‘Boots, JohnMenzies and other leading Computer Stores, or... Available direct from CDS Micro Systems 
Send Cheque or P.O. To CDS 10,Westfield Close,Tickhill,Doncaster DN11 9LA. Tel: (0302) 744129. (Trade enquiries welcome) * Selected titles only 

























CDS Micro Systems 


CDS Micro Systems 


CDS Micro Systems 


WINGED WARLORDS 


FRENCH IS FUN 


!ECTRUM SAFA i 


GERMAN IS FUN 


SPECTRUM 4QK/Z/Ummm 


spectrum 4QKuammm 


SPECTRUM I6/48K 


SPECTRUM 16/48K 


This is Timebomb a brand 
new Arcade Adventure 
game from CDS. 

Just one of a new range 
of exciting programs.... 


...and now the ultimate 
challenge COLOSSUS 
CHESS 2 0' the finest 
chess program ever 
written. 

Available for the 
Commodore 64 


more adventure. .. 
The CDS experience. 







































THEN’ 51 

540 CfiUL HCHf.R<P<Q>-> 
550 GOSUB fei'-; , 

*• * 

I Iso CALL HCHftR<P< Q1 > 
1 =-cjo NEX 1 A 
I 600 GOTO 640 >+1 

1 630 RETURN _ ..., 

U ! >° s°t»itTpND*2*> +1 

ri'fn r=INT<RND*29)*'' 

1 u “p ,vj i fchar < R - L ’ 

fc/( , whll; is2 

l||o CALL HCHAR<R^< 
1 700 NEX ’ A 

' r , a * = »air “■ lpI, r 

-J 770 FOR A" i ; , ; , 
i pall hchak s i«- 


bOO 


BY IAN CASTLETON 


RUNS ON A Tl 99/4a 


IN 16K 


t /; ;*j3. 


esoinfT 

282 TF r o,.,- ' O': LEVEL? 1 ' 
290 SK= 12-rV " + 1BK ;> 10 ] THEN 

- :, 00 Xl=s;[. c jp 

T10 CALL CLEAR 

••>20 Rk9 

330 FOR A=0 m 

1340 P<flU"r !<R ' A+1 - 1S2 'B 

-■/O P(A+l)* R+7 


TO 10 " . «i,- 


-• *R+7 

ooO XaINT(RN D *3)+i 

is: ^, s0T ° -o,L: 

«S — 30C 

F3o GOTO 460 

HO R s r_ t 

•50 IF 


i 400 




7> 


I 

40 CALL 

RANDOMIZE 
GOTO 2240 
CALL CLEAR 
DIM P(32) 
H=0 


50 

6U 

70 

BO 


90 
1 00 


CALL COLOR U,U, 1 > 
CALL COLOR(2,5*2) 


120 

CALL 

COL.OR < 9, 13,2 > 

130 

CALL 

COLOR(10,3,2) 

1 40 

CALL 

COLOR(12,14,2: 

150 

CALL 

COLOR(13,16,2 

1 60 

CALL 

COLOR(14,6,2) 

170 

CALL 

COL.OR (15, B, 2 > 

1 BO 

CALL 

COL.OR (16 m •* i -« -p- 

190 

FOR i 

A—1 TO 9 

200 

READ 

co, cm 

210 

CALL 

CHAR(CD,CUT) 

220 

NEXT 

A 

230 

FOR 

A=3 TO 8 

240 

CALL 

COLOR(A,16,1> 










250 NEXT A 

260 CALL SCREEN(7> 

270 SC=0 


























hcharcr 

~!-:+RR 

■c+cc 

t'k" 33 TH £N 
•ii '/T ( RND#Sh 

L !~ HCH arcr, 

"7 HCHAR(BR 
= 6 00 

Ti 

- L SOUND 
SS-io ' ' 

■- bCHARCBp;. 

- bCHAR(BR * 

<LL. 10 4j + o 

- HuHAFf (BR i 
Hc MflR(ER ';; 

HlHARcbp iv 


1 THEM 


... NEXT r 
HOC NEXT A 


060 s;:p,* w 0<p<3- 

O -r r~ __ • 


Star Fleet command has discovered a nest of nasty aliens 
hidden in caverns within a small planetoid. You have been 
given the task of attacking these aliens and thwarting their 
invasion plans! 

The object of this game is to destroy the aliens which 
litter the bottom of the cavern. There are also fuel dumps to 
destroy — you'll need the fuel to continue your mission. 
The aliens will send a ship after you — firing phasers — 
and this will have to be destroyed or avoided. When yoi 
get to the right of the screen another cavern is created. 
Control keys are: E — up, D — forward, X — down, spaci 
bar — stop, F — fire, B — bomb. 


VARIABLES 1 

P: bottom of cavern. 

Z$: input variable. 

H: high score. 

CO: character number. 

SK: skill level. 

XI,X,LU,LL: get variables. 

CHS: character string. 

R: your row, cavern row. 

SS: sound variable. 

X,Q: random variables. 

B,A,MM: for/next loops. 

AS: string variable. 

SC: score. 

BR: row of craft. 

RR,CC: direction of player's 

BC: column of craft. 

ship. 

BRR: direction of craft. 

C: player s column. 

S: status of keyboard scan. 

K: ASC value of key 

FR: row of bomb or phaser. 

pressed. 

FC: column of bomb or 

phase°r. Umn ° f b ° mb 

Phaser. 

1 


'0 BC.-..,.. 

Q80 R s p^,. ... 

890 Rp;:=:(") " ° 

900 C~3 
910 CC«0 

920 BRR.~:._, 

So ^ ^V f o,K, S) 

1 ;' S0 IE BC, XI :• 

V60 J F rHf -N 1120 

970 IF ? HEN 1020 

980 IF Z HEN 1040 

990 IF J HEN 1080 


1990 IF :c: JHEM 1080 

1000 rpV-?- HEN iiio 

*010 IF ££ J 5 N 163 


1010 IF i.'-'C;’:’ 9NEN 1630 

7«° >060 else; ^ 

‘ ( Ao An to .... - 1 *- 0 


: 030 80TO J ’i •/ 

, RR, :r , 

1 °50 CC=o 

1 U8o QC ~-1 
1 090 RR--0 

a, 0 o° “ T ° use, 















THE FUST 111 
DYlUmiC PACKAGES 

FROm 

pRocom 


TAPE 1 

THIS IS A CHARACTER DESIGNER WITH A 
DIFFERENCE * FULL SCREEN ANIMATION OF 
SPRITES * 27 FUNCTIONS INCLUDING SPRITE 
HANDLING 96 CHARACTERS WHICH CAN BE SAVED 
ON TAPE TO USE IN YOUR OWN PROGRAMS 

* EASY METHODS OF INCLUDING CHARACTER 
DESIGNS IN YOUR OWN BASIC PROGRAMS * NO 
KNOWLEDGE OF MACHINE CODE NEEDED 

* SCREEN SAVING * SPRITES MAY BE TREATED AS 
SUPER LARGE CHARACTERS (4 x 4). THE LIST IS 
ENDLESS. YOU WILL BE ABLE TO DESIGN LITERALLY 
THOUSANDS OF DIFFERENT CHARACTERS FROM 
PAC MEN TO SPACE MEN OR SPACE SHIPS TO 
BATTLESHIPS. 


WHAT IT IS 

Whether you are a beginner 
or an experienced 
programmer it will make no 
difference with the 
DYNAMIC GRAPHICS 
package from Procom. You 
will be able to program 
professional looking 
graphics on your Spectrum. 
DYNAMIC GRAPHICS 
comes in two cassettes at 
the price you would 
normally pay for one But do 
not let the low price put you 
off. DYNAMIC GRAPHICS 
is by far the most unique 
and much needed software 
aid on the market today. 

£ 14-95 

inc. VAT and P&P. 

/rr/pmr 

1 DYNAMIC PROGRAMMING 

2 DYNAMIC ANIMATION 

3 DYNAMIC SOUNDS 

4 DYNAMIC FILING 

5 DYNAMIC EDITOR 
& ASSEMBLER 

Package for the ZX Spectrum now! 

(Also for the BBC, Electron and CBM 64) 

EASY TO USE 

DYNAMIC GRAPHICS is the one 
that everybody will understand. The 
instruction manual is simplicity itself. 

No more strained eyes — the manual 
has large 10 x 8 pages with plenty of 
diagrams to make it easy for you. 


TAPE 2 

THIS IS THE ULTIMATE UTILITY FOR COMPOSING 
HI RES GRAPHICS ON YOUR SPECTRUM. AS WELL 
AS ESSENTIAL HAND DRAW CURSOR CONTROLS 
(OR JOYSTICK) THERE ARE MANY ADVANCED 
FEATURES, SUCH AS FAST FILL AND RESCALE. 
THERE ARE IN ALL OVER 50 COMMANDS. A 
CONSTANTLY UPDATED STATUS DISPLAY. 
GENERATED PROMPTS ARE FULLY DISPLAYED 
NOW YOU CAN DESIGN SCREENS AS GOOD AS THE 
SOFTWARE COMPANIES. 


PROcom 

SOFTWARE 


309 HIGH ROAD 

LOUGHTON 

ESSEX 

Tel: (01)5081216 


HOW TO ORDER 

Telephone orders 
(01) 508 1216 

Credit Card Holders (Access/Barclaycard 
only) can purchase by telephone. Please 
give card no., name, address and items 
required, and your order will be despatched 
the same day 

BY POST 

Simply write your requirements in the 
coupon provided, enclose your cheque/P.O. 
or use your Access or Barclaycard. Please 
make cheque payable to; PROCOM 
SOFTWARE and post to address below. 
Allow 7 days for delivery. 

IN PERSON 

Visit our premises, at the address below for 
a great selection — we will be delighted to 
see you. 


YOUR TICKET TO RICHES? 

Use DYNAMIC GRAPHICS to make 
up your own program, and if it's good 
we will market it for you and maybe 
make you rich. 


DYNAMIC 
GRAPHICS, 

r~ Post to: PROCOM SOFTWARE, 309 HIGH ROAD, 


LOUGHTON, ESSEX. 

Please send me the following items: 


□ DYNAMIC 
GRAPHICS 


1 DYNAMIC 
SOUNDS 


□ 
□ 1 


PROGRAMMING 


(Please tick items) 

I enclose my cheque/P.O. for £ 


□ DYNAMIC 
EDITOR & 
ASSEMBLER 


I prefer to pay with my ACCESS/BARCLAYCARD 

IDelete whichever not applicable) 


Card No. 
Signature 
Name 
Address 


Tel: (Day)—_Tel: (Eve)___ 

Credit cards valid if signed by card holder. 
Address above must be the same as card holder. 


cm* 


























































1740 
1750 
1 760 
i 770 
I 780 
1790 
1800 
1810 
1820 
1830 
1 840 
1850 
1 860 
1870 
1880 
1890 
1 9 0 0 
1910 


CALL. HCHAR (FR, FC „ 152) 

GOTO 1670 

IF X-120 THEN 1770 ELSE 1780 
FUEL-FUEL *10 
80= SC +5 

CALL. HCHAR < FR, FC, 128 3 
CALL SOUND ( 1 000, --7, 2 > 

CALL COLOR < 13, 11 , 13 
CALL COLOR(13,7,1> 

CALL HCHAR<FR,FC,152) 

CALL COLOR(13,16,1) 

GOTO 930 
88==600 
FR-R 
FC—C 
FR-FR+l 

CALL SOUND(- 200 ,SS,2) 

SS—SS—10 

IF FR=P(FC )+1 THEN 1120 
CALL 6 CHAR(FR,FC,X3 
lb a == 1L; HLN 195(3 b.L8El 1760’ 
CALL HCHAR(FR,FC„ 145 3 
CALL HCHAR(FR,FC,152> 

GOTO 1890 

FOR A ==680 TO 110 STEP -110 
CALL BOUND <-50,A„23 
NEXT A 
CALL CLEAR 

PRINT "YOU RAM OUT OF FUEL": 
PRINT "Y 0 U SC0RED: "5 SC: : 

IF SON THEM 2050 ELSE 2070 
H—SC 
PRINT 


1300 NEXT MM 

1310 CALL HCHAR(R,C,1523 
1320 CALL HCHAR<BR,80,XI) 

1330 FUEL-FUEL-1 
1340 IF FUELCl THEN 1980 ELSE 
1420 

1350 IF C=33 THEN 1360 ELSE 14.2?: 
1360 CALL. SOUND < 400, 110,2,111,2, 
112,23 

1370 CALL SOUND(400,110,2,220,2. 


1380 CALL SOUND <400,-5,2) 

1390 FUEL—FUEL+.6 
1400 CALL. CLEAR 
1410 GOTO 320 

1420 IF (R=P (C 3 +1 > + (R - p (c) - 8 > T H E N 
2140 

1430 CAL.!. HCHAR < R, C . 104 ’ 

1440 BR=BR+BRR 
1450 BC=BC -1 

1460 IF 80=2 THEM 1470 ELSE 1530 
1470 BC-32 
1480 BRR=—1 
1490 BR—F’ (32) 

1500 CALL HCHAR(BR,80,136) 

1510 GOTO 930 

1520 CALL HCHAR(BR,80,136) 

1530 IF BR>P(BC)THEN 1540 ELSE 
1560 

1540 BRR=~1 
1550 BR=P(BC) 

1560 IF BR<P(BC)—7 THEM 1570 
ELSE 1590 
1570 BRR=1 
1580 BR=P(BC)-7 
1590 CALL 6CHAR(BR,BC,X13 
1600 IF X1=104 THEN 2140 
16t0 CALL HCHAR(BR.BC,1363 
162(3 GOTO 930 
1630 SS=600. 

164(3 FR ==R 
1650 FC=C 

1660 IF FC>31 THEN 1120 
1670 FC—FC+1 

1630 CALL SOUND(-200,SS,2? 

1690 SS-SS-10 
1700 CALL GCHAR(FR,FC,X> 

1710 IF X—152 THEN 1720 ELSE 


1930 


1950 
1 96(3 
1970 
198(3 
1990 
2000 
2010 


!030 

04(3 

1050 

06(3 


WELL DONE YOU GOT Tl 
" 5 s"HIGHEST SCORE":s 
2070 PRINT "PRESS G FOR ANOTHER 
GAME"::"PRESS ANY OTHER KEY TO 
2080 CALL KEY(0,K,3> 

2090 IF S=0 THEN 2080 

210(3 IF !<=71 THEN 2110 ELSE 213< 

2110 CALL CLEAR 

2120 GOTO 270 

2130 END 

2140 CALL SOUND(1000,-7,2> 

2150 CALL HCHAR(R,C,1283 
2160 CALL. COLOR < 13, 11 „ .1.) 

2170 CALL COLOR(13,9,13 
2180 CALL HCHAR(R,C,32) 

2190 CALL COLOR(13,16,13 

2200 CAL.lTcLEAR 

2210 PRINT "YOU CRASHED";;. 

2220 GOTO 2(330 


(3 IF FC>31 THEN 1120 
;0 CALL HCHAR (FR,FC, 144 





















YOU HAVE BEEN SHOT DOWN 


2230 DATA 33 - 3C7E7E3C18244242,40,002430422487E4296,81C3E7FF03303003 1 04 
00781C7A7A1C78, 120,003C425A5A4232 

- ^ 4 O D A I A 12 8, A4482215082A559, 136, 0F12 22 020 22212 0F, t 4 4,«") O O O O 8 7 C 2 C 4) 9:, 14„ 
000018003C1G 


2250 CALL SCREEN(16) 

22&0 PRINT "DO Y0U WANT INSTRUCTIDNS7" 

2270 INPUT "(YES OR NO) ":2f 

2280 IF SEG$(Z$,1,1)="N" THEN 70 

2290 IF SEG$(Z$, 1, 1)0"Y" THEN 2270 

2300 CALL CLEAR 

2310 GOTO 2390 

2320 CALL CLEAR 

2330 PRINT "TO MANOEUVRE YOUR SPACE SHIP":"THROUGH THE CAVERNS USE THE' 
«"FOLLOWING KEYS:" 

2340 PRINT "E - UP":"D FORWARDS";"X - DOWN";"SPACE BAR STOP" *“F 

FIRE FORWARDS":"B - BOMB" 

2350 PRINT "ENSURE THE ALPHA-LOCK KEY IS";"DOWN";; 

2360 PRINT "press any key to play" 

2370 CAL-L KEY (0, K,S> 

2380 IF 8=0 THEN 2370 ELSE 70 

2390 PRINT " WELCOME TO AIRSTRIKE!" 

2400 PR 3: NT " * * * * % * * * * * % * * % t % % * * % % " : : :: 

2410 PRINT "THE OBJECT OF THE GAME IS TO"s"DESTROY THE MONSTERS WHICH" 

:"LITTER THE BOTTOM OF THE" 

2420 PRINT "CAVERN. THERE ARE CIRCULAR":"FUEL DUMPS IN THE CAVERN,"; 
"YOU MUST REFUEL BY SHOOTING THEM." 

2430 PRINT "YOUR SPACE SHIP STARTS ON":"THE LEFT OF THE SCREEN.":"JUST 
TO MAKE YOUR TASK MORE" 

2440 PRINT "DIFFICULT THERE IS A CRAFT" 

2450 PRINT "WHICH TRAVERSES FROM THE";"RIGHT TO THE LEFT OF THE": 
"SCREEN FIRING PHASERS." 

2460 PRINT "WHEN YOU GET TO THE RIGHT OF":"THE SCREEN ANOTHER CAVERN 
1S " : " C F? E A TED. " : : " p r e s s a n y k e y t. a c a n t. i n u e'' 

2470 CALL KEY(0,K,S> 

2480 IF 8=0 THEN 2470 ELSE 2320 
2490 CALL SOUND(1000,-7,2 > 

2500 CALL HCHAR < R, C,, 128 3 

2510 CALL COLOR(13,11, 1) % 

2520 CALL COLOR < 13,9,15 
2530 CALL HCHAR <R,C,32) 

2540 CALL COLOR(13,16,15 

2550 CALL CLEAR __ ___ 

Hi 































Fly the sensational MEGAHAWK through the 
Abyss of Time as fearful bats and ice age 
predators seek your destruction. Be amazed 
as the 4th dimension unfolds itself with 
awesome reality. Stretch your skill to the 
limit as you leave the time corridor into a 
new universe. 

DEALER ENQUIR 


Seek out and destroy the Android Space 
Platform that threatens Mankind. Break down 
the defense of the ZYLOGONS whose huge 
fortresses guard wave after wave of 
relentless attackers. Fast and furious 
Full colour Isometric Projection 
Machine Code; Val Franco 

£6-95 inc. postage 

ES WELCOME each 


Post this coupon to : 


Birchall Moss Hall, Hatherton, Nantwich, Cheshire, U.K. 
tel. 0270 811948 telex, 367311 CW5 7PJ 

Name _ 


Please Rush me 

□ MEGAHAWK 

□ ZYLOGON 


£ 6’95 inc VAT 
£ 6-95 inc VAT 


Address 


I enclose cheque/postal order payable to'BIG G' 
for £_ 


Post Code 


MEGAHAWK 


ZYLOGON 


y 
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DISK GAMES 




FOR THE 

commodore 

If you ve got a 1541, you don’t want to spend ages 
waiting for cassette games to load. Freed from the 
restraints of loading times, Audiogenic Disk Games 
can give you typically around 30K of machine code! 
More code means better games, better graphics and 
sound, more variation, and those little extra touches 
that you will come to expect from a game. 

Here are our first great releases! 


AZTEC CHALLENGE 

A challenge on an epic scale! Aztec Challenge 
takes you on a journey to Mexico and the ancient 
pyramid of Tenochtitlan. The ancient Aztec gods 
and their devotees have ensured that no ordinary 
human can learn the secrets of the temple and live 
to tell the tale. The pyramid is protected by all 
manner of treacherous traps and hidden perils - an epic test of your courage 
and cunning. Aztec Challenge features no less than seven totally different 
screens - here are just three of them - each of which presents a brand new 
challenge. We hope your joystick can stand up to it! 
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DISK GAMES £12.95 
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FOR FREE COLOUR CATALOGUE OF 
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THESE FUN-PACKED PROGRAMS ARE 
ALSO AVAILABLE ON CASSETTE - £8.95 


3UR OTHER PROGRAMS, CLIP AND RETURN COUPON 









































T may be 1984, but thankfully Big 
Brother is still just a distant nightmare. 
Yet a menace just as perilous threatens 
the world — the sinister Professor 
Schweinstein and his terrifying 
Mandroid! After many years of secret 
research, Schweinstein recently 
succeeded in creating what could be 
| the ultimate weapon, a device he 
called the Mindbomb. 

When detonated, the Mindbomb causes no 
physical damage — instead it simply wipes 
clean the memories of any human being within 
ten miles of the explosion. The device is so 
powerful that even when it is just sitting around 
doing nothing, it can cause random outbreaks 
of amnesia for many miles around. 

Schweinstein has also perfected a superb 
method of delivering his weapon to the 
required target — the Mandroid. In reality an 
android, this machine so closely resembles a 
man that it is virtually impossible to detect, 
especially in a large city. 

With the Mindbomb concealed in the 
Mandroid, Schweinstein imagined he could 
control the world! 

However, just as he had completed the 
Mandroid and Mindbomb, disaster struck. An 
accident occurred in his laboratory and 
Schweinstein forgot his plans for world 
domination. In fact he forgot everything he'd 
ever known! He forgot all about the Mandroid 
and the Mindbomb. He forgot where he had 
hidden the Mindbomb's remote firing button. 
He forgot where he had planted the 
Mandroid's homing beacon. He forgot about 
the two blackmail letters he had sent to the 
British and Soviet governments. He even forgot 
about his two hollow teeth*”— one of which 
contained the antidote to the amnesia and the 
other which concealed a micro-disc (another 
of his inventions) which detailed the entire 
history of his researches! 


Th is wonderful creation is the very special cuts. If using this method, place your overlay on 
Treachery keyboard overlay for your Spectrum, a thick piece of card to protect your table surface 
There are two ways to use this overlay. You can from cut marks. If you use a pair of scissors, try 
cut it out, then stick it on to a piece of thin card to find a sharp pair with narrow blades. When 
before cutting out the key spaces. When you are using scissors, it's probably best to make your 
pasting the overlay on to the card, remember to first cut in the centre of the keys and cut diago- 
flatten it out from the centre outwards, making nally to a corner. 

sure you squeeze all the air bubbles out. For If you don't want to cut up your magazine, you, 
best results, cut out the overlay with a Stanley could always trace the overlay carefully on to a{ 
knife or scalpel with a metal ruler to guide your piece of thin card and then cut it out as above. I 
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Now both MI6 and the KGB are engaged 
in a desperate search for Schweinstein, the 
Mindbomb firing button and the homing 
beacon. They know where the Mandroid is — 
at least they know which city it is in at any one 
time by simply asking local hospital staff how 
many cases of amnesia they have admitted on 
any one day. 

Beyond knowing where the Mandroid is, 
they can go no further in tracking the thing 
down and must let it wander the cities of 
Europe until they can bring it under control. 

Schweinstein himself is equally elusive. He is 
a broken man roaming the urban wilderness in 
search of his lost identity. Whichever side finds 
him first and contrives to spirit him back to 
their HQ will have pulled off a tremendous 
intelligence coup. 

Meanwhile the deadly Mandroid is also 
wandering across Europe and both Ml 6 and 
the KGB must stop the other side gaining 
control of the homing beacon and firing 
button. With these two devices it would be 
possible to wipe out the opposition's 
intelligence network. While the Mandroid is on 
the loose, London and Moscow are in danger 
of losing their minds! 

Can YOU prevent disaster by finding 
Schweinstein, the Mandroid and the 
Mindbomb? How do you go about it? Read on... 
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1 

GO TO 

200 

0 



18 

GO TO 

100 




11 

FOR 

k = 

a 

TO 36 



12 

LET 

n i 

i=V 

$ 

tp, i 

: k ) 

: IF n $ = “ + : ' 1 

THE?- 

4 LET 

' k 

= 3 

6 

: GO 

TO 

15 I 

13 

LET 

n =n ( 

CODE 

n$- 

96) I 

14 

LET 

d = 

:UAL 

V $ ( 

P , 2 

., k ) * t ip ) 

15 

BEEP d 

i, n 





15 

NEXT k 


RETURN 


20 

PRINT 

AT 


y , x; 

PAPER 2; INK 

5; BRIGHT 3 






21 

PRINT 

AT 


y+l, 

x ; 

PAPER 2; IN 

K 6; 

BRIGHT 1 

■ } 

t; 


A 

22 

PRINT 

AT 



x; 

PAPER 2; IN 

K 5; 

r\ ! s 

BRIGHT 1 

- ; 

* * 


5 

V 

23 

FOR 

K = 1 

TO 9: 

PRINT AT y+2+ 

k > x; 

PAPER 

2; 


INK 

5.; 

BRIGHT 1; “ 







1 s ■ 

NEXT k 

l 25 

RETURN 





29 

PAPER 

7 : 


BRIGHT 

1: INK 2 

37 

REM 







33 

REM 

P \ 

51 NT 

FLAG 


39 

REM 







40 

FDR 

k : 

= 1 

TO 12 


I 

41 

PRJ\4T 

hT 

y + k - 

I , x 

; BRIGHT 2- 1 

p; u $ 

i p .: K: 

f 





_1 


4-2 NEXT k 
4-3 RETURN 

53 INK i 


OVER i 


51 PRINT RT yVx+2; 
: x + 12. ” 


52 C PRINT RT y+ !,,<+4; 
+i;X+i2;" 


53 PRINT RT y+2,x+6; 
x +12; “ " 


54- PRINT RT y +2 , x 
x+17;" 


55 PRINT RT y+3, 
3,x +15; " 

55 PRINT RT y+3, 
3,x+15;“ 


5? PRINT RT y +S i X; 

X +17; " 

53 PRINT RT y+9.x+6 


x+12., 

59 PRINT R; y+10,x+4 

1 c* . v j . iO • “ ■* 


" ; RT y 

M RT y 
: ";fiT y+2 
RT y +2 
•" ; RT y + 
”;RT y+ 
;hT u+2. 
" ;RT y+9 
"; AT 


y+10,x+ 12 , 

50 PRINT Ri y + ii,x +2; OUER 1; " 

52 RETURN +11 '' + ' 

70 BRIGHT 1: OUER 0: PAPER 7- 
INK 0 

. 71 _PRINT_RT 4,5; “ M0000 Q QQ0o000 


0 0 Q000Q O ©000© N : - 

72 FOR K=I TO 16. PRINT RT 4 + k 


T" 


,5; "5 

: NEXT k 

/2--54Nj__RT_21., 5; :: QRRPRPRPRPRR 


R R R R R P R R R R R R R R p : • 

75 BRIGHT 0 
SO RETURN 
90 STOP 

97 REM - 

98 RiM PRINT MESSAGE SHEE1 


99 REM- 
.00 


10 0 HHlN ! AT 4 ., 5 ; “ M00000000000:7i 
0 0 00 G0 0 0 0 0 0 00 N ' ■ 


.105 HR IN i R i 4 ., 5; " MQ©0000©0QQg q 

1U1* 1U 1' ‘1 ii» li lii g m N *' 


110 FOR k =5 _ T0 20 
120 PRINT RT k .,5; "5 


T" 


130 NEXT ... 
ii2_?B±Ni_0I_ 2 ^ ‘ 5 - ; "ORRRRRRRRRRR 


RRRRRRRRRRRRRRP “ 
145 RETURN 


147 REM -__ 

148 REM START OF TURN PAGE 


149 REM 

150 BRIGHT 0: CLS 


0 


155 LET x =0 
: GO SUB 950 
ISO GO SUB 100 
165 FOR k =1 TO 3 


LEi y=0 


BRIGHT 1 
: GO SUB 90 


178 

PRINT AT 

4 + k ., > 

175 

NEXT k 


130 

PRINT AT 

3,10; 

181 

PRINT AT 

10,6; 

FILE 

;! 


182 

'i 

PRINT AT 

12,. 6; 

133 

PRINT AT 

14., 6; 

c h m e x ns tp i n :i 


134 

PRINT AT 

IS., 6; 

55 ONLY 55 


135 

PRINT AT 

18., 6; 

NCE i 

CODE “ 


155 

PRINT AT 

23.. 5 : 


: rg 


187 Li l c$ = '”' : FOR k=l TO 5 
138 LET k 5 =INKEY$: IF k$?"a“ OR 
k $ >"2“ THEN GO TO 133 

189 Li! k $ =CHR $ (CODE k$-32) • L 
i i C $ = C i + k $ 

190 PRINT AT 20,5+k; INK S,K$ 
.,191 IF INKEYTHEN GO to 19 

192 NEXT k : IF da'4=3 THEN LET a 
$ (P) = C $ 
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THE 

FABULOUS 


CASSETTE 


V ' It is impossible to 
tell you everything 
about the 50 games on 
CASSETTE - 50 but they include 
many types such as maze, arcade, 
missile, tactical and logic games, 
to suit most tastes in computer 
game playing. 

CASSETTE 50 will appeal to 
people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cost of other 
computer games. • 


|pr an VALUE that's 
out of this world 


50 GAMES ON ONE CASSETTE 

DRAGON 003mb Spectrum ^cipplc ATARI ORIC-1 ZXB1 . VIC* ^ 


EXPRESS DELIVERY- 
ORDER NOW 


Please send me by return of post. Cassette 50 at £9.95 
per tape. I enclose a cheque/postal order for 


made payable to 
Cascade Games Ltd. 


Post Code 


| Country ____ 

^Dealers St Stockists enquiries welcome. 


Please debit 
my H No. 

SPECTRUM 
BBC A/B 

cascade 

Of* Q 


rn oric i 

] zx 8i r 

VIC 20 r 

1 

□ DRAGON [ 

J ATARI L 

APPLE [ 

J0 


Cascade Games Ltd., 

Suite 4, 1-3 Haywra Crescent, Harrogate, 
North Yorkshire, HG1 5BG. England. 

Telephone: (0423) 504526. __ o 

CVG 3/84 


SPECTRUM 

ASPECT ASSEMBLER 
FIFTH 

HALLS THINGS 
ROMM REVENGE 
DUNGEON MASTER 
THE PYRAMID 
THE QUILL 
CYRUS IS CHESS 
VALHALLA 
THE HOBBIT 
1st/MR. MEN 
QUICK THINKING 
KONG 

MR. WIMPEY 
SCRABBLE 
FLIGHT SIM 
MCODER II 
ATIC ATAC 
LUNAR JETMAN 
JETPAC 


BUG 
CRL 
CRY 
CRY 
CRY 
FAN 
GIL 
INT 
LEG 
MEL 
MIR 
MIR 
OCE 
OCE 
PSI 
PS I 
PSS 
ULT 
ULT 
ULT 


6.95 

9.95 

7.50 

6.50 

7.50 

5.50 
1 4.95 

9.95 
14.95 
14.95 

8.95 

6.95 
5.90 
5.90 

15.99 

7.95 

9.95 
5.50 
5.50 
5.50 


SPECIAL OFFER! 

BUY 3 TITLES AND TAKE A 5% DISCOUNT 
TELEPHONE ACCESS ORDERS WELCOME 


.JOIN OUR FREE MICRO USERS CLUB 
MONTHLY NEWSLETTER' 
GENEROUS DISCOUNTS FOR MEMBERS' 
DETAILS WITH FIRST ORDER U 


ATTENTION BBC OWNERS! HAVE YOU TRIED THE 
LATEST UTILITY PROGRAMS FROM G-SOFT 
SEE BELOW FOR DETAILS 


BBC 

PHIL QUEST 
MUSICS YNTH 
CHAR GENERATOR 
TEXT EDITOR 
MULTIBASE 
SHEEPDOG 
NUMBER RALLY 
THE HOBBIT 
KILLER GORRILA 
HUNCHBACK 

ZOIIGONS REVENGE* 
XENON 1 
METEOR PROG 
HUNCHBACK 
LIGHT CYCLE 
ORIC CHESS 
HSE OF DEATH 
ORIC CALC 
ORIC MON 
ORIC FORTH 


A CO 
BUG 
GSO 
GSO 
GSO 
LON 
LON 
MEL 
PRE 
SPR 

I.J K 
UK 
MEL 
OCE 
PSS 
TAN 
TAN 
TAN 
TAN 
TAN 


9.95 

9.50 
9.95 
9.95 
9.95 
9.95 

9.95 
14.95 

7.95 

7.95 

8.50 
8.50 

5.95 
6.90 

6.95 
9.99 
9.99 

14.50 

15.00 

15.00 


COMMODORE 

SPR ITEM A K ER 
ARCADIA 
CUDDLY ’BERT 
SIREN CITY 
HOVVERBOVVER 
GRIDRUNNER 
THE HOBBIT 
COMPILER 
EASY TUTOR 
KRYS OF ZONG 
ULTISYNTH 
falcon' PATROL 
KONG 

SKRAMBLE 

HEXPERT 

MOONBUGGY 

GALAXY 

3D TIME TREK 

GMASTERCHESS 

HORACE SKIING 


64 

ENG 

IMA 

INT 

INT 

ULA 

LLA 

MEL 

MOG 

PSS 

PSS 

QUI 

VIR 

ANI 

ANI 

ANI 

ANI 

ANI 

ANI 

AUD 

MEL 


6.95 

5.50 
7.00 
7.00 

7.50 
7.50 

14.95 

14.95 

9.95 

7.95 

14.95 

6.95 

7.95 
7.95 
7.95 
7.95 

7.95 

5.95 

17.95 
5.95 


SEND ORDERS TO: SOFT TOUCH. 8 


CLARE DRIVE. THRAPSTON. NORTHANTS. NN14 


4TA. Phone 08012 3404 


THIS Is A TINY SELECTION QF WHAT W E CAN OFFER 

CATALOGUE AVAILABLE ON REQUEST 
OR WITH FIRST ORDER 


Name. 

Address. 


enclose Cheque/P.O. for tl. 
or debit my Access card No.. 


payable to Soft Touch 


ALL POPULAR MICROS CATERED FOR 
HARDWARE SUPPLIED AT DISCOUNT PRICES 
ENQUIRIES WELCOME 


Please rush me: 

1 . 

2 . 

3 . 

4 . 

VAT and Postage included 
























































































WINNING AND HOW 
TO GO ABOUT IT 

The winning player must 
either capture Professor 
Schweinstein and take him 
back to HQ or lead the Man- 
droid to enemy HQ and de¬ 
tonate the Mindbomb. The 
HQs are either in London or 
Moscow. 

Neither player knows the 
exact whereabouts of Profes¬ 
sor Schweinstein. However 
they both get certain clues as 
to his location. During each 
turn, the computer will inform 
each player where Schwein¬ 
stein was three "days" ago. 
The Schweinstein counter is 
then moved to that city on the 
main map of Europe. 

If either player orders a 
search of a city and Schwein¬ 
stein has been there within 
the last two "days", then the 
player will be informed how 
many days ago the Professor 
was in that city. 

If Schweinstein is actually in 
the city at the time the search 
is ordered, then the Professor 
will be captured by the agent 
who initiates the search. 

The computer moves 
Schweinstein randomly about 
the board with the following 
restrictions: 

1) He will never stay in a city 
for more than one turn. 

2) He will never return to a 
city he has visited on the pre¬ 
vious turn. 

3) He will never go to London 
or Moscow of his own 
accord. 

At the start of the game, 
both the Mindbomb's firing 
button and the Mandroid 
homing beacon are buried in 
secret locations and neither 
are active. During this stage 
of the game, the Mandroid is 
moved about the board by 
the computer completely at 
random. When the beacon is 
found and switched on two 
things will happen: 

1) The beacon counter is 
placed on the board in the 
correct location. 

2) The Mandroid is moved 
randomly towards it — i.e. to 
any city which takes it nearer 
the homing beacon. 

If the beacon is switched 
off again, the Mandroid 
moves entirely at random 
once more. 

HOW THE GAME 
WORKS 

In most board games, once 
you have decided what to do 
with a piece, you simply pick 


it up and move it and when 
something happens to a 
piece, you get to know about 
it immediately. Treachery is 
quite different. 

Scattered across Europe 
are 36 secret agents, some of 
which you control, some of 
which you think you control 
and some of which you de¬ 
finitely don't control! 

To get an agent to do 
something, first you have to 
send him a message from HQ 
containing your orders. And, 
if you want any information 
from him, he first has to send 
a message to HQ containing 
his report. 

Any messages going be¬ 
tween an agent and HQ must 
be routed through a con¬ 
tinuous chain of agents in ad¬ 
joining cities. For instance, to 
get a message from Moscow 
to Tangier, the shortest route 
would be Istanbul-Athens- 
Tangier and you could use 
your agents in those cities to 
pass on the message. Of 
course, there are a large 
number of alternative routes 
for any message. The only 
restriction on your choice of 
route is that only eight agents 
can be used for one message. 

So far, it seems simple 
enough. There is, however, a 
catch. Some of the agents 
you use to pass on the mes¬ 
sage may be traitors, 
apparently your agents but 
really under the control of the 
enemy! If so, nasty things can 
happen to your message. 

Firstly, the traitor will 
memorize the message and 
try to report its contents to his 
own HQ on the following 
day. Secondly, your message 
might be stopped altogether 
and never reach its destina¬ 
tion. 

If the traitor intercepting 
the message is ASLEEP, he 
will pass your message on 
along its chosen route; if he is 
AWAKE or ACTIVE he will 
stop its progress permanently. 

If a message is stopped, 
you may not get to know 
about it until it's too late. In 
the case of orders, you only 
know that they have been 
sent out and unless the order 
has an obvious and visible 
result such as your agent 
moving to another city, you 
will not know for sure that it 
has been carried out. 

In the case of reports to 
HQ, you ore told that the 
report has not actually ar¬ 
rived but you still don't know 
which agent in the chain is 


193 IF 

20:13; INK 2;”15 INCORRECT”: 

SUB 350: GO TO 136 
134 RETURN 

137 REM - 

193 REM END OF PjPQF 
iqa dfh _ 

200 RRINT RT 20:6 
COPY OR ENTER” 

210 LET K$ = INKEY$ : IF k $< > ; 

ND k$oCHR* 13 THEN GO TO 210 
220 IF K$=”z” THEN PRINT RT 20: 
6 ; ” 

225 RRINT RT 20:6; 


C$< > 3 t i P) THEN PRINT RT 
JRRECT”: GO 


FLR5H 1;”KEY 
IF k 


COPY' 


6.;” INCOMING REPO 
5;”PRES5 KEY FOR 


“a” RND 

k $-96; 
”0” RND 
k$-21: 
TO 435 
CODE n$ (ag- 


K$ 

GO 

hi 

UU 


= “ Z THEN 
TO 44-0 
= " 9" THEN 
TO 440 


4)=0 THEN GO 


3DE f i ( 


: 2 ) 

: 3 :<* 

: 4) 

0 

i (l, a g 


230 RETURN 
400 GO SUE 100 

410 PRINT RT 5,6;pJ (p ,1) ; *' DRY 

"day 

420 PRINT RT 5 
RT” 

425 PRINT RT 3 
YOUR AGENT" 

435 LET k $ = INKEY $: IF k$ = “ “ TH 

EN RETURN 

436 IF k $> = 

LET a g =CODE 

437 IF k $ > = 

LET a3=0ODE 
433 GO 

440 IF 
TO 436 

441 Lt! o r a n k. =C0DE n $ (a q , p + i) 

442 LET scan k. =C0DE n i i a q , 4 -p ) 

443 IF orank >erank RND 00 
1,33,5} >0 THEN GO TO 450 

445 PRINT RT 10,6; FLASH 1;“NO 
REPORT IS PUPILABLE“ 

446 FOR k =1 TO 30-0: NEXT k 

447 GO TO 400 

450 IF CODE f $ (1,a3,2) =0 THEN G 
0 TO 460 

451 LET m1=C0DE f $ (l, a g 

452 LET m5 =C0DE f $ (1 , a g 

453 LET m 6 =C0DE f $ (1 , a g 

455 LET f$ <I,a g,2) = CHR$ 

456 GO TO 470 
460 LET ml=17: IF CODE f 

1) >1 THEN LET IB 1 = 16 

462 LET m5 =C0DE f$ (1 . a g , 6) 

463 LET IB6=0 

464 LET f $ i. 1, a g , 5 TO 13) = f $ i 1, a 
9,7 TO 14) 

470 LET 

471 LET 

472 LET 

473 LET 

$ 475 a LET 
m3+CHR$ 

476 LET 

477 LET 

=2 THEN LET de=25 
473 PRINT AT 3,6jX $( ag) ; " TO "; 
Pi «P,1,5 TO 13): GO SUB 800 

479 IF k $ = “x" THEN GO TO 403 

480 LtT me=Stack-1: LET md=3 
431 GO SUB 100 

482 PRINT RT 5,6;P *(p,13 j " DRY 
"; day 

433 PRINT RT 6,6INCOMING REPO 
RT" 

434 IF e =1 THEN PRINT RT 3.6; “R 
EPORT HAS BEEN SENT BUT": PRINT 
RT 9,6;"IT HAS NOT BEEN RECEIUED 

: GO TO 203 

485 LET y =7: GO SUB 503 
493 GO TO 230 

497 REM - 

498 REM DECODE MESSAGE 

499 REM - 

503 LE! in 1 =00Dt s $ (ind,me , 13 
531 LET m 2 = C0DE £ $ i Ifi d,m e,2 J 
*02 Lt! m 3=C0DE s $( ifi d,m e,33 
533 LET m 4 =CQDE £ $imd,m e,43 


t-1 

i g ,5} 


912=39 
m 3 =p 
!B4=da 
f $ < 1, 

-1) 

»$=CHR$ ml+CHR$ 
m4+CHR$ ib 5+CHR$ 
fro»=CODE n$(ag 
type=l: LET de 


CHR$ (CODE f 


»2+CHR$ 

IBS 

, 1 ) 

18: IF p 
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the traitor. 

Things can get more com¬ 
plicated still when the traitor 
tries to report your message 
back to his own HQ. One of 
your agents might intercept 
the traitor's report and 
memorize it to sent back to 
your HQ. When your agent 
tries to send his report in. . . 
well, it could go on forever. 

Fortunately, the agents 
have limited memories and 
messages about messages 
about messages are only 
embedded to a depth of 
three. 

ONE DAY OF 
TREACHERY 

1) The British flag appears 
on the screen and a Brit¬ 
ish signature tune plays. 
The MI6 player is asked 
to enter his clearance 
code before he can ac¬ 
cess the Top Secret oper¬ 
ational file. 

2) MI6 reports: The MI6 
player calls in yesterday's 
reports from his agents in 
the field. He can call in to 
HQ a maximum of five 
reports. If a report fails to 
arrive, it still counts to¬ 
wards this total. The play¬ 
er doesn't have to call in 
a report if he doesn't 
want to. 

3) M16 Orders: The MI6 
player sends orders for 
today to his agents in the 
field. He can send a max¬ 
imum of three orders but 
he can send as few as he 
chooses. 

4) The Russian flag appears 
on the screen and the 
same sequence as the 
MI6 player's is followed 
by the KGB player. 

5) The end of the day. The 
computer memorizes all 
of today's messages and 
executes all of today's 
orders (or, at least, the 
ones that reached the 
agents concerned). Then 
it lists on the screen any 
events that are public 
knowledge. 

6) The game moves on to 
the next day. 

When one player is using 
the computer to call in and 
send out his messages, the 
other player must be out of 
sight of the screen, otherwise 
he would see information 
he's not entitled to. 

None of the pieces on the 
board should be moved or 
removed until stage five, the 
end of the day. At this stage, 
both players can look at the 

80 COMPUTER & VIDEO GAMES 


screen. All they need do is 
follow the computer's instruc¬ 
tions as to which pieces have 
a new location and which 
pieces need to be removed 
from the board. (NB if the 
Mindbomb explodes, all the 
agents in that city must be 
eliminated.) 

On his first turn, each 
player enters a six-letter 
clearance code of his own 
choice before accessing his 
top secret file. The player 
should make a very careful 
note of the code. 

After turn one, he won't be 
able to access his file again 
unless he enters the correct 
code. This is to stop the other 
player trying to cheat by 
accessing his opponent's file. 

Because there is such a lot 
of information going back¬ 
wards and fowards each 
turn, we have included a 
hard-copy option for each of 
the information pages a 
player can access. 

Once such a page is on the 
screen, by pressing COPY 
(key Z) the player can get a 
copy of that page on the ZX 
printer. If you haven't got a 
printer, we suggest you keep 
pen and paper handy to 
make a note of any important 
items of information, 

THE AGENTS 

There are 36 agents in the 
game and each agent has 
two ranks, one his rank in 
MI6, the other his rank in the 
KGB. An agent is always 
loyal to the player he ranks 
highest with; this player is his 
controller. The agent is a 
traitor to the player he ranks 
lowest with; this player is 
known as the dummy! 

However, players are only 
told by the computer the rank 
each agent holds in their own 
organisation. So, at the start 
of the game, they have no 
idea which agents are really 
theirs and which are traitors! 
Only the computer knows 
this. 

Two numbers, MI6 rank 
and KGB rank, define the 
type of agent. The 36 agents 
are comprised as follows: 

1 4-3 MI6 Master Spy 

2 3-2 MI6 Triple Agents 
4 2-1 MI6 Double Agents 
8 1 -0 MI6 Single Agents 

6 0-0 Couriers under no 
player's control 

1 3-4 KGB Master Spy 

2 2-3 KGB Triple Agents 
4 1 -2 KGB Double Agents 
8 0-1 KGB Single Agents 

So, each side has 1 5 loyal 


'GO to Cm5 

8 Ki L L X? (*5) 

‘Sea r ch !< j & $ cm 
* 5 tea L ;i ; r $ ( m5 
’ f rom agent 5! 

} (m5) 


504 Liz i m 5 =C0DE s $ ( ta d , m e , 5) 
b05 i_5 \ m 5 sCODE & $ ( m d , m e . 5) 

S20 PRINT Ph y , 6; 5: UUUUUUUUUi ii i! ill 
UUUUUUUUUUUU": LET u=y + 1 
*15 Ir ml <18 THEN PRINT RT u , g; 
PI t m 3,1,5 TO 133 ; " TO x $ C8)2 j ' 

*16 IF ml>9 THEN PRINT RT m, 6:* 
23 “ T0 " ; p$ (m3,1,5 TO 18) 

*17 Lt! y=y+i 

*28 GO SUB 600+811*5: LET y=y+i 
* H 5 HR IN! fl! y ,6; " U U U U U U U U U U U i i U 
UUUUUUUUUUUU" 

538 RETURN 
585 PRINT RT y,6; 

3: RETURN 
*18 PRINT RT <4,6; 

: RETURN 

515 PRINT RT y,5; 

5): RETURN 
628 PRINT RT y,S; 

! : Lt i y =y -r 1 
621 PRINT RT y,6; 

X$(mS3: RETURN 
525 PRINT RT y,5; “Hide 
: RETURN 

638 PR IN i R i y , 6“T r a n s f e r “ ; r $ 
i.m5.< : lEi ys*y+ 1 

631 FKINI RT y ,6.; "to agent “;x$ 
(MS): RETURN 

63* PRINT fl ! y , 6“0hanqe z t a t us 
to ";q$ (ms) : RETURN 
648 PRIN! RT y,6; “Switch HOMING 
Btfl00N ” 0 $ (IS 5) : RETURN 
64* PRINI Ri y , 5;“Exp lode MIND- 
BOMB“: RETURN 

6*8 PR IN i RT y , 6; r $ (isS) ; *' c a p t u 
red " i_* i y =y + i 

6*1 PRINT R ; y , 6; “ i n “ ; « $ tmS) : 
RETURN 

65* PR IN! RT y , 6r $ its'5 3 “ L o c a t 

£d “ L* i y =y +1 
556 PRINT RT 
RETURN 

6 68 P RI NT RT y , 6“ 3 C H U EIN ST EIN 
was- seen on”: LET y=y + i 
551 PRINT RT u , 6 ; “DRV “;m5; “ in 
<M$ (m53 : RETURN 

56* PRINi R! y,6; “I hiye q0 t 
r$ i»5i : LET ysy + 1 
566 PRINT RT 
: RETURN 

5 <' 8 PR I NT R i y , 6; “ I h a v e n o t g o 
t“. LET y =y + 1 

6/1 PRINi R! y,6: r $ im53 : RETURN 


y ..6; “in “; u< $ (m63 : 


y , *.; “ f rom “ x $ (m5 3 


6 (5 PKIN; R ! y , 6“ Go o ds h a v e be 
en stolen": - 


-_ - RETURN 

6S8 PRINT RT y ,6; 
ed on DRY “;m4 


Message stopp 
. LET ysy+l 

6S1 IF md =1 THEN PRINT RT y,6-“ 

RETURN 


GO 


Con ten ts no t a vai la b le “ 

582 LET ISe =m 5 : LET m d =m d -1 
SUB 588: RETURN 
585 PRINT Ri y, 6;“Message passe 
d on DRY ";m4: LtT y=y+l 
686 Is- md=l THEN. PRINT RT y , 6 : " 
Contents no t avai la b le“: RETuR n 
587 LET me =m5: LET md=md-i: GO 
SUB 588: RETURN 

697 REM - 

698 REM GIUE ORDERS 

599 REM - 

788 LET i $ = ” LET mS=8: GO SUB 
108: PRINT RT ~ 

"; day 

781 pi 
R" 

782 P RI NT RT 9,6 “ P R E 8 * K E Y F 0 R 
YOUR AGENT" 

783 LET K5=INKEY$: IF K$=" “ TH 
EN RETURN 

784 Ir K$ > =“a“ AND K$< =“z“ THEN 

Lt! m2=C0DE K$-96: GO TO 707 
78* Ir K$ >="8“ AND K$ < =“9“ THEN 
LtT m2 = C0DE k$-21: 60 TO 707 


RT 5,6;p$lp~13DRY 
•' RI NT RT 7,6 “ 0 UT G 01N G 0 R D E 

































CAN YOU HANDLE THE ULTIMATE? 

THE MOST AMAZING PROGRAMMES, THE SMOOTHEST 
ACTION, THE HIGHEST RESOLUTION GRAPHICS? 

ALL ULTIMATE GAMES ARE ARCADE STANDARD, 


FEATURE PACKED, 100% MACHINE CODE. 

AND PURE ADDICTION. 

SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR 
YOUR MIND? 


kl J |-~ A ( Available from: W.H. Smith, Boots, John 

L»/\V^I I Menzies, Spectrum Centres, large department 
stores and all good software retailers. Or send the coupon direct. 

We’ll pack and post your order to you absolutely free in the U.K. 


(All games joystick o 
keyboard control) 


Okay, I dare take my computer to the edge of meltdown. Send me the following: 
O Cookie O Lunar Jetman LJ Pssst [~~| Tranz Am 

QjetPac O Jet Pac- Expanded VIC 20 I I Atic Atac 

.Name_ 


I enclose cheque/PO for£ 
Address_„_ 


Cookie 16/48KZX Spectrum 


Tranz Am 16/48K ZX Spectrum 


Atic Atac 48K ZX Spectrum 


Send to: 

Ultimate Play The Game, 
The Green, 

Ashby de la Zouch, 
Leicestershire. 


Pssst 16/48K Spectrum 


Jet Pac 16/48K ZX Spectrum 
or 8K Expanded VIC 20 

Ultimate Play The Game is a trade name of Ashby Computers and Graphics Ltd., The Green, Ashby de la Zouch, Leicestershire, Tel (0530) 411485. Dealer enquiries welcome. 


Lunar Jetman 48K ZX Spectrum 


SO -SOFT WAR E 
















































REYKJAVIK 


COPEN HAIM 


AMSTERDAM 


LONDON 


BERLIN 


BRUSSELS 


PARIS 


ZURICH 


ROME 


TANGIER 

























Wm 






HELSINKI 


STOCKHOLM 


MOSCO 


HAGEN 


WARSAW 


'1*' i 


PRAGUE 
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SUPERB SOFTWARE FOR THE VIC 20 


SCAEE 


Please send me the following Software 


I enclose Cheque/P.O. for £ _jnc. P + P U.K. only. 

To: Name_ 

Address_^___ 

---—__Post Code_ 

AJso^v^laW^fn^go°d computer dealers and bookshops nationwide. 


THREE EXCITING NEW GAMES 

IN THE LITEWIRE SERIES FOR THE 

snmum 


micnawARE 


Not just a game... an Experience! 

IT HAS IT ALL!...EXCITEMENT... 
HUMOUR... STRATEGY 


GRIDTRAP 64 

We promise you won’t be able to 
turn it off! It’s a real skill tester and 
loads of fun to play! 

Play with the Keyboard or Joystick. 
Choose your own operating keys 
with our User Definable System. 
Compete with an opponent by 
selecting Two Player Mode... 

Great graphics, super sound 
effects in the Livewire tradition 
including a selectable Melody Mode 
where the tune is available at the 
touch of a key and Melody On is 
indicated by a quaver graphic. 

Program No. LW04 E8.95 

JUMPING JACK 64 


Jumpin’ Jack leaps into a totally 
new look for the 64 created by 
Three Dimensional Graphics 
giving Full Perspective to the 
game... PLUS... hosts of features 
never seen before! 

Submerging Turtles — Snakes — 
Crocodiles — Otters — Lady Frog 
— Dragonfly!!! 

It’s Fun 

IT’S FROGRIFFIC ★** 
Program 
No. LW02 £8.95 


TRIAD 64 

NEVER BEFORE HAS A 
COMPUTER GAME LOOKED 
SO EXCITING... 

...FELT AND PLAYED SO 
EXCITING... 

Watch astonished as the Triad 
hurl themselves towards your 
craft in a remorseless battle 
against your intrusion. 

Feel the heat blast of their anti¬ 
matter fields. 

Your pulse laser will have to 
turn white hot before this 
encounter is over... 

Featuring:- 
Anew DIMENSION... 

Into the realm of TOTAL 
PERSPECTIVE GRAPHICS... 

Program No. LW03 £8.95 


■ coupon below and return to _ 

198 Deansgate, Manchester M3 3NE. 

or Telephone: 061-834 4233 


MkVt 


Sum 


icroware Dept. CVG4 


oc 


ERICAM 


EXPRESS 


SP.04 GRIDTRAP 

Defuse the bombs, 
watch out for the 
mines and wandering 
boot. Joystick or 
Keyboard __ __ 

M/code £7.95 


SP.01 SKRAMBLE 

Destroy the enemy 
installations and 
missiles in their under¬ 
ground silo. Joystick 
or keyboards- 

M/code £7.95 


SP.02JUMPIN JACK SP.03 TRIAD Defend 
Cross a busy road and your base against the 
treacherous river to get suicidle fleets of alien 
Jack home. Joystick or hoverships. Joysticks 
keyboard. Multi-colour or keyboard. 
Hi-ResGr. _ _ _ _ M/code. _ 

M/code £7.95 £7.95 


SP,13 STARSHIP 
ESCAPE A compelling 
and exciting real time 
graphicspaceadven- 
turegame. Joystickor 
keyboard _ _ __ 

M/code. £9.95 


SP.16 MULTITRON 

The biggest alien 
encounter of all time 
Wave after wave of 
invasion action. 
Joystick or keyboard 
M/code 


SP.06 ASTRO 
FIGHTERS 

A space duel played by 
two players at once. 
Requires Joystick. 

M/code £6.95 


SP.07 CHOPPER Attack 
and destroy the enemy 
base but watch out for 
guided missiles. 
Joystickor keyboard. 
M/code. 

£6.95 


£7.95 


/ 


mtcnowARE 

Trade enquiries welcome. Trade distribution nationwide ring 061-834 4233 for details. 


d* 
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4-) =0 THEN GO 


TO 703 
710 PRINT 
> “ TO ” ; X 

.-'11 PRINT 
Ci t M “ 

712 PRINT 
sgent" 

713 PRINT 


THEN LE 
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end 

tthe 

alien 

:icks 


ttack 

lemy 


agents and there are six neu¬ 
tral pieces. However, at the 
beginning of the game, it will 
appear to each player that 
he controls one Master Spy, 
three Triple Agents, six Dou¬ 
ble Agents and 12 Single 
Agents — a total of 22 
agents! Seven of these agents 
are, in fact, traitors whose 
treachery may be revealed 
later in the game. 

AGENT STATUS 

An agent can be ASLEEP, 
AWAKE or ACTIVE. At the 
start of the game, all agents 
are ASLEEP except the Single 
Agents, which are ACTIVE 
and do not respond to the 
enemy at all. Only the player 
really in control of an agent 
can change its status. 

An agent who is ASLEEP 
will obey orders from either 
player and pass on messages 
from either player. If both 
players try to give him orders, 
he will choose to obey his 
controller's orders only.'An 
agent who is AWAKE will still 
obey orders from either 
player but he will stop any 
messages from the dummy. 
An agent who is ACTIVE will 
only obey orders from his 
controller and will stop any 
messages from the dummy. 

In all cases/agents will only 
report back to their con¬ 
troller, even if the report is in 
response to an order given 
by the dummy! 

COURIERS will pass on 
messages from either player 
but will not obey orders from 
anyone nor make any re¬ 
ports. They remain in the 
same city throughout the 
game. 

ORDERS YOU CAN 
GIVE TO AN AGENT 

GO TO (CITY): Your agent 
moves to an adjacent city. 

KILL (AGENT): Your agent 
kills another agent. Both 
agents must be in the same 
city. No agent will obey an 
order to kill himself! 

SEARCH (CITY): Your agent 
searches the city he is in for 
Schweinstein, the Firing But¬ 
ton or the Homing Beacon. If 
he finds one of these, he will 
report its presence and stop 
his search. If the object does 
not belong to anyone else, he 
will capture it; if it does, he 
will just report that it's there. 
STEAL (OBJECT) FROM 
(AGENT): Your agent steals 
Schweinstein, the Button or 
the Beacon from another 
agent. The other agent must 


be in the same or an adjacent 
city and he must possess the 
object. 

HIDE (OBJECT): Your agent 
hides Schweinstein, the But¬ 
ton or the Beacon in the city 
he is in. Your agent must 
possess the object. Once the 
object is hidden, no one 
possesses it. 

TRANSFER (OBJECT) TO 
(AGENT): Your agent trans¬ 
fers Schweinstein, the Button 
or the Beacon to another 
agent. The other ("agent must 
be in the same or an adjacent 
city. Your agent must possess 
the object. 

CHANGE STATUS TO (STA¬ 
TUS): Your agent is ordered 
to become ASLEEP, AWAKE 
or ACTIVE. This order will 
only succeed if you are the 
controller. If you are the dum¬ 
my, his status will not change. 
SWITCH BEACON (ON/ 
OFF): Your agent switches the 
Homing Beacon on or off. He 
must possess the Beacon. 
EXPLODE MIND-BOMB: 
Your agent detonates the 
Mind-bomb in the city where 
the Mandroid is. Your agent 
must possess the Firing 
Button. 

An agent can only obey 
one order per turn. You can 
attempt to give an order to 
an agent you choose, yours 
or not. You can also attempt 
to give orders that can't be 
carried out. Such orders will 
be sent as messages in the 
normal way and may even 
reach the agent concerned. 

All that will happen to an 
order that can't be obeyed is 
that the computer will ignore 
it at the end of the turn. You 
will only get to know about it 
indirectly, from the fact that 
the agent has not carried it 
out. 

The same applies to the 
routing of messages. You can 
give an impossible route for a 
message if you choose (or 
are careless). The computer 
will not tell you that the route 
is impossible. It will just move 
the message as far as it can 
along the route and then 
ignore it. 

STARTING THE 
GAME 

When you RUN the program, 
the British and Russian flags 
appear on the screen and the 
two signature tunes play. 
There is then a five minute or 
so delay while the computer 
works out the details of its 
"telephone network". We 
suggest you use this time to 


' 3,6; 
2) 

P $ (P,1,5 

TO 18 

' 11,6 

;“KEY 1 

Go to 

' 12,6 

“KEY 2 

K i l i 

13,6 

“KEY 3 

Sea r c 

14,6 

.: “KEY 4 

S t e a l 

15,6. 

;“KEY 5 

Hide 

16,6. 

;“KEY 5 

T r a ns 

17,6. 

;“KEY 7 

Chan'g 

18,6. 

:“KEY 8 

5 y i t c 

19,6. 

I“KEY 9 

Exp to 

NKEY$ 

: IF k %<‘ 

‘i“ OR 

GO TO 

720 


H c i t u : 

714- PRINT Hi 
0 b je c t i: 

715 PRINT RT 
0 b j £ c l :: 

1 5 PRINT RT 
rer object" 

717 PRINT RT 
e status” 

718 PRINT RT 
h 8ERGON” 

719 PRINT RT 
de MINE;-50MB" 

720 LET k $ = I 

K $ > " 9 ” THEN __ . .. 

72x Lt! ml=URL k$ 

72* FOR k =1 TO S 

726 PRINT RT 10+k,S;‘ 

s: 

727 NEXT k 
730 PRINT RT 10.6: 

URL K$ 

Z : z'± f-tT Hi 3 = p : let Bi4-=d3 4 

.-Z'if H-i. »$=CHR* (ffll) + CHR$ C»2l * 
L ; HR$ +CHR$ (ffl 4) + CHR$ I»5) +CH 

!"*• 33 L IB b 

7 ? 3 _jr§T * $ =CHR j ffl1+CHR4 ®2+CHP$ 
mP + UHHf m4-+CHR$ m5+CHR$ ®6 
_ f 04- i-ET f r o m =18 tp r, - - 
i f‘£0S't=2'5 

.2 3 !. L! ViSiiB (5 LET de - C0DE "*< 
?!? SrSliT*" THEN 60 T0 700 

738 REM - 

73 f PARAMETER SELECTION 

f 4-8 REM--- 

74-1 PRINT “So to GO TO 76 

0 

742 PRINT "Kill GO SUB 76 

0: LET ®5=ag: PRINT RT I0,il;x$( 
»5): RETURN 

743 LET ffi5=C0DE n$(a>2,l): PRINT 
"Search ";w % (m 5) : RETURN 

744 PR INI “Steal GO SUB 7 

70: PRINT RT 10 12.; r $ (®5) : PRINT 

RT 11,6;"from agent . GO SU 

B 760: LET ®5=ag: PRINT RT 11,17 
X $ < ® S) : RETURN 

74s PRINT “Hide GO SUB 77 

0: PRINT RT 10,11; r$( m 5) : RETURN 

746 PRINT “Transfer .GO SU 

B 770_ PRINT RT 10,15;r $ (m5): PR 
INT R i 11,6;“ t o agent GO 5 

UE 760: LET ®6=ag: PRINT RT 11,1 
sx $ £ ffi 6) : RETURN 

747 PRINT "Change status to ... 
”: GO SUB 780: PRINT RT 10,23;q$ 
imS) : RETURN 

748 PRINT “ S »> i t C h H 0 MIN G B E R C 0 N 

■ GO SUB 790: PRINT RT 10,2 

7; o j ims) : RETURN 

749 PRINT “Explode MIND-BOMB": 
RETURN 

750 LET 1=8: LET m5=C0DE n$(m2, 
1) : FOR K =1 TO 8 

751 LET R$=y$(m5,k): IF R$ = " 
THEN LET l=k-l: LET k =8 : GO TO 7 
53 

”752 PRINT RT 12+k=6;“KEY ”;k;” 

“;W$(CODE K$-64) 

753 NEXT K 

755 LET R$=INKEY$: IF R$<“1" OR 
fc$>STR* l THEN GO TO 75: 























48 K 
spectrum 


Fingertip/! * , * 

/ ZAXXON — The only game 
of its kind for the Spectrum, com¬ 
bining skill, nerves and stunning life¬ 
like perspective in 100% machine- 
code. Fight through force fields, fighters 
and fuel dumps to the enemy’s ultimate 
defence. Incredibly fast and addictive! 
Kempston joystick compatible. £5.50 

0ALEK onn 

Don’t panic! Save Dan 
from the deadly Daleks 
before they exterminate 
him. True machine-code 
arcade action. £5.50 

River Raider 

Penetrate the river defences in your heli- 
gunship on a low level rescue mission. 
Death and destruction all the way! 

£5.50 16k Spectrum 



16k 

Spectrum 



PROGRAMMERS! 

Top royalties for good programs. 


Cheque/PO to: 

Starzone Software, 74 Wallingford Rd., - 

Shillingford, Oxford 0X9 8HB. - A '- 



MEMOTECH 


© XAVIERSINE AUDIO PRODUCTS 


SERIES 

Can you eat your way through 12 levels, 
consuming cherries, apples and strawberries? 

ONLY £6.50 

Available from your MTX dealer or direct from 
Xaviersine Software Store. 

46 High Street, Midsomer Norton, Bath, Avon 
Telephone (0761) 416068 

Please include cheque or P.O. for £6.50 

MAKE THE MOST OF 
YOUR MTX WITH 
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756 GO SUB 795 

757 LET n? 5 “CODE y $ i ® 5 , UhL K $ ) -6 
4: PR I NT hT 10,12; w % i ® 5) : hit i URN 

759 REM -KEY IN RGENT- 

750 PRINT AT 13,5; :s PRESS KtY rQ 
H AGENT 

751 LET K $ = INKEY' $ 

752 IP K $ > = :! a !t AND K $ < = :: z :: ! HfcN 

LET aq=CODE K $-96. GO TO 756 

753 IP K $ > = ss 0 S! AND K $ < = :! 9 t: ! HlN 
LET aq=OODE K$-21: GO TO 765 

754 GO TO 751 

755 IP CODE n$(ag,4)=0 iHtN GO 
TO 751 

755 LET 1=1: GO SUB 795 
757 RETURN 

759 REM -KEY IN OBJECT- 

770 POR K =1 TO 3 

771 PRINT AT 12 +it ,6; “KEY ; K ; i: 

; r $ ( K ) 

772 NEXT K 

773 LET k $ = INKEY $ : IP k$< t5 l i! OR 
k $ > ‘*3” THEN GO TO 773 


place the agents in their start¬ 
ing positions and to explain 
the rules to your opponent 
(or yourself!). 

When the game is ready to 
go, the British flag appears 
on the screen with the Top 
Secret document page. The 
MI6 player enters his chosen 
clearance code and the 
game begins. Note that the 
game actually starts on day 


Starting points for agents. 

AGENT 

CITY 

ALPHA 

AMSTERDAM 

BRAVO 

BELGRADE 

CHARLIE 

VIENNA 

DELTA 

PARIS 

ECHO 

OSLO 

FOXTROT 

LISBON 

GOLF 

MADRID 

HOTEL 

TANGIER 

IVAN 

WARSAW 

JULIET 

ROME 

KING 

ATHENS 

LIMA 

ISTANBUL 

MIKE 

BUCHAREST 

NOBLE 

SOFIA 

OSCAR 

PRAGUE 

PAPA 

COPENHAGEN 

QUIZ 

REYKJAVIK 

ROMEO 

LONDON ' 

SIERRA 

BRUSSELS 

TANGO 

BERLIN 

UNCLE 

HELSINKI 

VICTOR 

BUDAPEST 

WINTER 

DUBLIN 

X-RAY 

ZURICH 

YANKEE 

MOSCOW 

ZULU 

STOCKHOLM 

ZERO 

LONDON 

ONE 

LONDON 

TWO 

LONDON 

THREE 

LONDON 

FOUR 

LONDON 

FIVE 

MOSCOW 

SIX 

MOSCOW 

SEVEN 

MOSCOW 

EIGHT 

MOSCOW 

NINE 

MOSCOW 


three of the crisis. This might 
seem silly, but in fact it's to 
prevent negative day num¬ 
bers appearing — remem¬ 
ber, Schweinstein's position 
up to three days ago has to 
be kept track of by the com¬ 
puter. Also note that neither 
player can call in reports on 
the first turn — there aren't 
any to call in! 


Program notes 

The program uses 20 user- 
defined graphics characters, 
mainly to print the flags. In 
the listing these have been 
left in letter form so you can 
identify the right key to press 
more easily. 

All the strings in the follow¬ 
ing lines contain graphics 
mode characters and not 
alphabetic characters. (To 
enter these lines, change to a 
"G" cursor by pressing caps 
shift/9 before typing the let¬ 
ters, and then return to a nor¬ 
mal cursor with caps shift/9 
again to finish typing the line. 
RJS) The lines are: 100-140, 
510, 525, 2310-2325, 

2380-2381. 

There is not space here to 
describe in detail how the 
program works but a study of 
the listing should reveal most 
of its mechanisms. When you 
run the program there's a 
long delay while the compu¬ 
ter calculates Z$ (city, city). 
This array stores the shortest 
distance between any two 
cities. If you want to eliminate 
this delay, do a dummy run 
and then save Z$() as an 
array to tape. Then replace 
lines 2800-2880 with a 
statement to load Z$(). 


774. LET m5=URL k$ 

775 LET 1=3: GO SUB 795 

776 RETURN 

RtM •-KEY IN STATUS- 

738 FOR k=i TO 3 

731 PRINT RT 124k,6;“KEY “:k:•• 

";q*m 

732 NEXT k 

733 LET k$ = INKEY$ : IF k$<“l" DO 
k$>“3“ THEN GO TO 733 

734- LET m5=URL k$ 

735 GO TO 775 

739 RtM -KEY IN ON/OFF- 

790 HR IN! hi 13:6; “KEY 1 r>N“ 

791 PRINT RT 14:5;“KEY 3 nFF" 

792 LET fc $ = INKEY$ ’: IF k$i“l“ no 
k $ >“2" THEN GO TO 792 

793 LET ffi 5 =URL k$ 

794 LET L=2 

795 FOR k=l TO L: PRINT RT 124k 

NEXT k: RETURN 

797 REM - 

798 REM MESSAGE ROUTING 

799 REM - 

'-'38 PR INT fi ! 13 : 6 ; “ Ch 0 0 S e r n u t p 

for message" 

*81 HR INI R ! 14 : 5 ; ‘’ bM p r e s s i pa. 

agent keys." 

38i£ PK IN ! R ! 15 .: 6 ; “ De s t i n a t i p n 

of message" 

683 PR INT RT 17,6.;“ w ill end r 0 U 
te entry." 

384 PRINT RT 19,6;“SPACE will r 
an cel." 

605 PRINT RT 28,6:“Longest rout 
£ = 3 agents," 

686 Lfc! k 5 = INKEY $: IF «k$<“0" O 
H k $ > “ 9 “ j AND ( k $ •••; "a" OR k $ > “ z “ 1 
AND k 4 < >" “ THEN GO TO 886 
887 IF k $ = " “ THEN LET " 

RETURN 

886 LET 1=3: GO SUB 7QF 
689 LET a 5 = "": LET n=8: GO TO F 
11 

_318 LET k$ = INKEY $: IF k $ = “ “ TH 

PN Ltl 1=8: GO SUB 795: GO TO 38 

611 IF k $ > = “8“ AND k $ < = “9 “ THEr-i 
LCT k =CODE k $-21: GO TO 814 

812 IF k $ >="a“ hND k$ <=“z“ THEN 
Ltl k=C0DE k $-95: GO TO 814 

813 GO TO 818 

_314 IF CODt n$ Ck,4) =8 THEN GO T 
U 318 

_8l3 LtT c=C0DE n $ i k,1) : PRINT R 
i I44n i &; x $ !. k ) ; “ “ ; :.m $ i c ) 

816 Lt! n=n41: LET a $ =a $ 4 CHR$ ( 
k : If c=de AND {type =1 OR k =»2'i 
THEN GO TO 828 

_S17 IF n =8 THEN PRINT RT 12,5' 
FLASH 1;“THIS ROUTE IS TOO LHNR" 

: FOR k =1 TO 388: NEXT k: : LET I 
=8: GOtSUB 795: PRINT RT 12,5;“ 

" : GO TO' 88 

8 

813 IF INKEY$•:;•““ THEN GO TO 82 

8 

819 GO TO 318 

320 LtT 1=8: GO SUB ~S^ 

8 21 P RINT RT 13,6;“ME SS AGE T O B 
E SENT UIA“ 

322 FOR k =8 TO 2: PRINT RT 154k 

.- 6 

823 FOR j=l TO 3 

324 If k*3 +j >n THEN GO TO 327 

825 LET ag =OODE 3 $ ( k 434.i) 

326 print x$cag); 

827 NEXT j: NEXT' k 

838 PRINT RT 28,5; FLASH 1;"KEY 

CLEAR, COPY OR ENTER" 

831 LET k $ = IN KEY $ : IF k$o“" TH 
EN GO TO 831 
332 LET k$ = INKEY$ 

533 IF k $ = “X“ THEN RETURN 
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534 IP K $s 5 ’ 2 THtN PRINI RT 20^ 

VILIISSS^l^THEN PRINT ST 
ss sT'-thI MESSAGE is being sent 
: GO TO 840 
836 GO TO 832 
S40 LET S $ (3 , S t a C k t =l» 5 _ _ 

S48 r|m MESSAGE~INTERCEPTION 

350 LET £=3: LET at=i$+3$: LET 

i^Lll^poySFn: LET tO-C 

' 332 ! Tp a £ =T ' OR URL Zlifro m , t 0 > > I 
THEN LET £=I: GO TO **0 
333 LET o rank =C0L5 n 5 i a g , p + j. • : 
LET s r a n k =OODE n $ (a g .. 4-p :• _ _ _ _ 

054 IF crank>=erank THtN lu iu 
850 

855 LET i!»=CGDE f*(2,ag,5J: IF 
iffi >0 AND CODE f $ (2 , a g , i ®+5i =S 13 C 
k THEN GO TO 860 
855 LET im=im + l: LET r$iH,ag,5.s 
=CHR$ i!» 

858 LET f $ C2 , ag , i Hi +5) =CHR $ S 13 C 

* 1 = 1 59 IF CODE n$(ag,4)Oi THEN LE 
T e=i: IF k=n AND CODE m $ i IS < 10 
AND CODE n$(ag,4)=2 THEN LET £=0 
850 LET fro»=tO 
855 NEXT k 

866 IF CODE B$(l) >9 OR £=1 THEN 

GO TO 870 _ 

867 IF crank =8 THEN GO ru 070 
358 IF eran k < £ r a n k AND CODc. n $ i 

ag.5) < >8 THEN GO TO 878 
869 LET n$(ag,5)=CHR$ stack 
370 LET s ta c k =s t a c k +1: RETURN 

897 REM - 

898 REM PRINT FLAG 

399 REM - 

988 FOR k=l TO 12 
918 PRINT AT y + k-1,x; 

^928 ’NEXT k 
930 RETURN 

947 REM - 

948 REM PLAYER TUNE 

949 REM - 

950 FOR k =1 TO 35 
955 LET k$=V $ (P , 1, U : 

THEN LET k=36: GO TO 975 
960 LET n =n (CODE k 5-96) 

965 LET d =U AL V $!p f £,k) * t «p f 
978 BEEP d,n 
975 NEXT k 
988 RETURN 

997 REM - 

998 REM GRAPHICS DATA 

999 REM - 

1880 DATA 0,8,2,7,14., 30., 9,8 

1881 DATA 8,8,15,56,103,192,128, 
8 

1382 DATA 8,8,15,8,4,4,4,132 

1883 DATA 58,44,24,56,228,2,8,8 

1884 DATA 192,248,252,255,255,25 

5.255.255 

1885 DATA 8,8,3,8,192,248,252,25 
5 

1886 DATA 53,15,3,8,0,0,0,8 
1387 DATA 255,255,255,255,53,15, 

3.8 

1888 DATA 3,15,53,255,255,255,25 
'5,255 

1889 DATA 8,8,8,0,3,15,S3,255 
1313 DATA 252,240,192,8,0,0,0,0 

1311 DATA 255,255,255,255,252,24 

8.192.8 

1312 DATA 255,128,128,128,128,12 
8,128,128 

1313 DATA 255,1,1,1,1,1,1,1 
1814 DATA 128,128,128,128,128,12 

8.128.255 


BRIGHT 2- 


IF k$="*“ 


1015 DATA 1,1. I.i.i i -i .-,e c 

fiif 8g?s i?s:i;iii;s;s ; P 

S 0 I28 U 1£R la ® •' 128 ' 128 •' 123 > 138,12 
1319 DATA 1 , 1 . i , i -j •! , , 

ill ? g « T « 0; 0 ; 0 ; 0 ;|^ : |3 


“TOP SECRET” DATA 

TDP SECRET 


1897 REM 
1398 REM 
1099 REM 
1180 DATA 
1113 DATA 
1123 DATA 
1197 REM 

fill oifl ™?f° DRTn 

if!! BS4S SfrUS/.p. 9 - 11 - 1 * 

1228 DATA "'asdfghT " 

1233 DATA ” d d f f d f d s a U g f d a r ■=. a f d e A 

x=:40 lhTA ”822614141856111133555 

off? t S». i H 2 s 1 s «<•« 

3i33iii|ia^IiS 6111133S63 i“ni3 

ill? oFM fl .!:L B ' ls . 

ll|| g|R VfiPI0US_5TRINGS 

RgfR ?0_Lt? “MI6 LONDON CONTSni •• 

Jill p+s 

d 2+2 ^JS ;( ;«g»o+NiK, 5 -a e » 

1553 DATA “ASLEEP”,“AWAKE",“ACTI 

1 — X® LH i A ’■ 5L-HUEINSTEIN” ! ’ftrt K i 
.,gy,i, T y0^i“HOMING BEACON”" ' 

15 r8 LATh 4,3,3,4,3,2,3,P 


1371 DATA 

1372 DATA 

1373 DATA 

1374 DATA 

1375 DATA 

1376 DATA 


, I 


' S “r ± : 1, = , 1, — 

: I I : 0,1 : 0 

■ 8 , i, 0, i, 0, i; 0 

0,1,8, 0 , i, 0 , i 
1377 DATA 8!1!3!1! %\ |'!1"| 

nil g 

fill ggp cities_&_agents 

fls? “ AMSTERDAM "7”ALPHA' 

1t“1 hH ! H "BtLGRADt “ "BRAUn" 
j.40l; lhTA “UIENNA" ■ 'THfiB' P2" 
1483 DATA “PARIS”.“DELTA”" 

1404 DATA “OSLO","ECHO” 
l4«35 DhI A “LISBON" , "FflVTOnT" 

1405 DATA “MADRID" , "GOLF” ' 
tT,?~ t'dX- "TANGIER" . “HOTEL" 

LH!H "WARSAW“ 1 IU«N“ 

J.4.0b LATA “ROME" , “JULIET“ 
tfff "0THENS","KING" 

PR ' y ' ISTANBUL “/"LIMA “ 
= 5 yX H BUCHAREST” . "HIKE" 
tT:H' r--L* "SOFIA" , “NOBLE” 
j.h.j.4; DhTh PRAGUE" , "OSCAR" 

+ 7 J? g'RXy “COPENHAGEN" , “PAPA" 
tyfg Rt-Jy “REYKUAUIK" , “QUIZ" 
KSTq "LONDON",“ROMEO” 
•f-Td-'td *- hTh BRUSSELS " , “6 TERRA " 

1419 LATA “BERi IN" "TAN.'-“" 

1420 DATA “HELSINKI" "UNHi F" 
Pt?TA "BUDAPEST""UTATAR" 

J.44H LH I H "DUBLIN" "iilWTFR” 
1423 DATA "ZURICH""“X_PAV“ 
R2I§ "MOSCOW"“YANKEE" 
r:'2-|-g "STOCKHOLM" , "ZULii" 
J.-J.P0 ^Th 'ZERO" , "ONE" 

1451 DATA "TWO","THPFF" 

1432 DATA "FOUR"."Fluf" 

If33 DATA "SIX","SEVEN" 

1454 DATA "EIGHT"•"NINE" 

1440 DATA "PTSR" " 
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IF You 

BY are pitched^® 

Mr against the evil 
Y enemy who are set ^ 
to destroy your race. 
Multiple levels of fast action 
bring you to the command 
centre of the Battle jA 
Hi Fleet, can you 
|§|w finish the 
IL job? 




iVitfiSEH 


i Si.i .. : 




Blast " R 
gH W the 

■r Albertron ^ 
w Birdcraft from the 
skies! 

SAVE YOUR PLANET! 

k Spectrum 48K 

Joystick compatible Jm 
wL Full colour JKL 
Bk. epic, 


THUNDERHAWKjh Spectrum) 
Golf (48K Spectrum) 

Voyager (VIC 20,8 or 16K) 

Liberator (16K/48K Spectrum) 

Picture Puzzle (Dragon 32) 

Riddle of the Sphinx (VIC 20,8 or 16K) 
Android Invaders (Dragon 32) 

Bird of Prey (Basic VIC 20) 


allot 


£5.95 


each 


Please debit my Access/Barclaycard (delete as necessary) 


CARD 

NUMBER 



















I enclose cheque/P.O. for £. 
Name_ 


Address. 


LYVERSOFT, 66 LIME ST., LIVERPOOL L11JN 
Tel: 051-708 7100 




















































COMMODORE 64 • SPECTRUM • BBC • ORIC • DRAGON • TANDY 

IF YOU THINK YOU'VE GOT 
THE BETTER OF YOUR COMPUTER 
YOU D BETTER THINK AGAIN.... ' 


We all enjoy a good action game on our home computers, but after a while doesn't chasina thp ali^n 
across a screen wear a ltt.le .hin? That's .he time «o take on the superior game 

plenty of act.on, plenty to think about, and plenty of titles to suit every taste 9 

;X Ta ^ e on Warmaster and reallyput your home computer through its paces. 


L othloriem p 


: 

CONFRONTATION 

Build-on game that offers a basic format 
for any modern, non-nuclear conflict, 
contains a modern European scenario 
with facility to create others of your 
choice using air and land forces. 
Iwo-player game. 

Spectrum 48 K £7.95 

BBC-B _ £795 


TMCTKMAERlAhCOMEKtGRME 

SPECTRUM 48K 


RED BARON 

Offers the excitement of arcade action 
but requires the tactical thought of war 
games. Pit your biplane against one or 
two of the Kaiser's aces in this aerial 
combat game. 

Spectrum 48 K £595 


DREADNOUGHTS 

Suspense-filled high seas drama as the 
pride of the German Grand Fleet is locked 
in battle with the Royal Navy. 

Two-player game. 

Spectrum 48 K £5.95 


BATTLEZONE 2000 

Futuristic wargame. 
Your tanks, missile 
launchers, infantry etc. 
have to destroy an all 
powerful computer- 
controlled battle machine. 
Can you save Planet Earth? 
BBC-B £6.95 


PARAS 

Dramatic all-graphics campaign. 

Your hand-picked force has dropped 
behind enemy lines to capture a strategic 
river crossing. Two versions of the game 
with ten levels of play. 

BBC-B £6.95 

Spectrum 48 K £5.95 

Oric 1 48 K (coming soon) £6.95 


JOHNNY REB 

There's still plenty of fight left in the 
Confederate South as each side selects 
forces to manoeuvre on a full-graphics 
battlefield. Play against the computer or 
challenge a friend. 

Spectrum 48 K 
Oric 1 48 K 
BBC-B 

Dragon 32 /Tandy Colour 32 K 
Commodore 64 (coming soon) 


Available from John Menzies, Lightning Dealers and better 
software shops or dip the coupon for fast delivery. 


I Please send me (tick box) Joh 


Confrontation 


Johnny Reb 


Spectrum 48K 
BBC-B 

Red Baron Spectrum 48K 

Paras BBC-B 

Spectrum 48K 

Oric 1 48K (coming soon) _ 

Free colour catalogue listing all Lothlorien games Cl 


£ 7.95 

£ 7.95 

£ 5.95 

£ 6.95 

£ 5.95 


□ 

□ 

□ 

□ 

□ 

□ 


Spectrum 48K 
Oric 1 48K 
BBC-B 

Dragon 32/Tandy 
Colour 32K 

Commodore 64 (coming soon) 
Dreadnoughts Spectrum 48K 
Battlezone 2000 BBC-B 


I enclose a cheque/P.0. for £_ 


Please debit my Access No._ 

Name____ 

Address- 


-made payable to M C Lothlorien. 
-Signed_ 




■ Aaaress__ 

LOTHLORIEN 

the mind stretcher 


Send to: w 

M C Lothlorien, Dept., CVG 3 / 84 , 56 a Park Lane, | 
Poynton, Cheshire SK 12 1 AE. 


^ JS "‘ 'i V p °V nt °n. Cheshire SK 12 1 AE. —i ' 

the mind Stretcher _ __ Tel: Poynton (0625) 876642. j 


£ 5.50 


£ 6.95 


£ 6.95 


£ 6.95 


£ 6.95 


£ 5.50 


£ 6.95 


£8.95 


£ 6.95 


£ 6.95 


£ 5.95 


£ 6.95 

























































le 

lects 
lies 
ter or 


Any SPECTRUM _£5.95 KEMPSTON Jtfy Stick Compatible. 

Lookout for COMMODORE ’64! 

Lothlorien ACTIONMASTER,' WARMASTER’ and ADVENTUREMASTER’ games are 
available from John Menzies, Lightning dealers and leading software outlets. For a comple 
list send for our free colour Catalogue. 

M C Lothlorien, 56a Park Lane, Poynton, Cheshire SK12 1AE. Telephone: 0625 876642 




































* ^0 # 0 V& <* ' ^ 

STOP PRESS: NEW SPECTRUM DOMINOES 16K/48K £4.95 


ZUCKMAN 

ZX 81 ( 16 K) 

* ALL MACHINE CODE 
(1 OK) 

* FOUR INDEPENDENT 
GHOSTS 

* HIGH-SCORE 'HALL 
OF FAME' 

* AUTHENTIC ARCADE 
ACTION 

* TITLE/DISPLAY 
MODE 

ONLY £4.95 INC. P&P 


+ ZX Spectrum 

FROGGY 16K or 48K 

SPECTRUM VERSION OF ARCADE GAME 
WITH FULL ARCADE FEATURES:- 


•Fabulous Hl-Res Colour Graphics 
•Authentic Sound Effects + 3 Tunes 
*3-D Logs, Swimming & Diving Turtles 
*3 Lanes of Multi-coloured vehicles 
•ON-screen Score, Hi-Score, Time-bar 
•Snake, Alligators and Baby Frog 
"Top 5' High-Score initials table 
•Demonstration Game routine 

Your home-sick frog must leap across a 
busy main road, then onto logs and turtles 
in the river to reach safety of the river- 
bank frog-homes. 

THIS MACHINE-CODE GAME MUST BE 
SEEN TO BE BELIEVED!! 

ONLY £5.95 INC P&P 



FROGGY 

ZX 81 ( 16 K) 

* MOVING CARS, 

LOGS, TURTLES 

* ALLIGATORS, 

DIVING TURTLES 

* FOUR "SCREENS' OF 
ACTION 

*ALL ARCADE 
FEATURES 

* ENTIRELY MACHINE 
CODE 

ONLY £4.95 INC. P&P 




DEPT CVG, 9 TWEED CLOSE, SWINDON, 

WILTS SN2 3PU Tel: (0793) 724317 

Trade enquiries welcome Export Orders: Please add £1.00 per tape airmail 

Dealer enquiries: Tiger Distribution, 4 Victoria Road, Widnes, Cheshire. 
051-420 8888. 


r 


---ORDER FORM-- 

Name. 

Address .. 


Please send me the following 


I enclose cheque/P.O. No.for £. 

SEND TO: DJL Software, Dept CVG, 9 Tweed Close, Swin¬ 
don, Wilts SN2 3PU. 
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14-41 

1442 

1443 

1444 

1445 

1446 

1447 

1448 

1449 

1450 

1451 

1452 

1453 

1454 

1455 

1456 

1457 

1458 

1459 
1450 

1461 

1462 
1453 

1464 

1465 
1997 
1996 

1999 

2000 
RIGHT 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
REM 
REM 
BORDER 7: 
FLASH 


“UMNKJC“ 

“QUBJXT” 

“STXUGR" 

“UZPRWQ" 

“URGH” 

“RDJKHF" 

“KFG“ 

“YUQTPZ" 

"CBKGDX“ 

“ NLH6UB“ 
“YKNM" 
“YLNBD" 
“MLKB" 

“ I DOT " 

"EZITAR“ 
“UEW" 

“ EPASDGFU“ 
“ATDR" 

“PIOCXDSA" 
"YZEO“ 

“ IYMBCO “ 

“ Q E R F “ 
“TCJD“ 

“LMUIZU'' 
“UYIPE" 


GAME START 


0 


PAPER 7 
0: ODER 


INK 0: B 
0: INUERS 


AT 0)7.: "T R E 


E 0: CL3 
2010 PRINT 

R V" 

2020 PRINT : PRINT 
p kgb and MIS wage 
2030 PRINT “war of 
the capitals" 

2040 PRINT “of turops 
s' simple ! 

2097 REM 
REM 
REM 
FOR 
FOR 
READ 


C H E 


When th 


3 “ 

W i t S 


throug h 


n o t h i n g 


098 

2099 

2100 
2110 
2120 
2130 
2140 
2150 

2197 

2198 

2199 

2200 
2210 
2220 
2230 
£297 

2298 

2299 
230.0 

2310 

2311 

2312 

2313 

2314 

2315 

2320 

2321 

2322 

2323 

2324 

2325 

2326 

2327 

2328 
330 


READ 

GRAPHICS DA!A 

C =0 TO 20 
b =0 TO 7 

■ n 

: usr 

i: 5 :! tC *r 3 *r b H 

• b 


’ c 


READ 

“TOP SECRET" 


POKE 
NEXT 
NEXT 
REM 
REM 
REM 
DIM t$(3;20) 
FOR 1=1 TO 3 
READ t $ll) 
NEXT l 

REM- 

REM CONSTRUCT 


FLAG STRINGS 


u $ (2 .. 12 
a $ = “F" 
b$ = “HEF‘ 
C $ = “EF“ 
d $ = “GH“ 
e $ = “GHE 
f$=“G“ 
g $ = “K“ 


33) 


+ CHR$ 
+ CHR $ 


h $ = “ILK" 
i$=“Ji” 

.i $ = “LK " 

R$=“UIL“ 

1$=“U“ 

M$=CHR$ 

Z $ =CHR4 
®4=y4+" _ 

__ __ u4(1 .= 1) =y $ + c 4 +z 4+d 4 + “ 
+m$+z $+"■■■"+j$+y*+i5 . ... 

2331 LET u$(1)2)=y4+d4+C4+Z$+d4+ 

# : +m$+z$ + “i“ + j$+y$ + i$ + j4 
2382 LET u$ (1)3) =Z4+C$+y$+d4+C5+ 
z$+f $+m$+z$+g*+y$ + i 4+ s + * 5 . 

2333 LET U i ( 1 ) 4 J=Z $ + "^B "+c qs + y 4-rs. 
4+ffi4+h4+z4+i 4+JB" 


I 


2334 LET u$(l)b' 


’ +m4 + ‘ 



=y $ + ‘ 


=u $ 11 

= U $ < 1 


6 ) 

51 


u $ (1., 9) =z $ + “IS" + j $+y4 + R 
:4+d$ + "*“ 

u 4 11)10) =z 4 + J 4+y 4 + i4 + J 4 


Li 

_ LET 

2338 LET 
4+®4 + b4+Z: 

2339 LET L „_ _ 

+2 4+14+m4+z 4+a 4+y $+d $ + c 4+z 4 +d$ 
2343 LEI u$ (1,11) =y$ + i $ + j$+z$ + i $ 
+ “S"+m4+z 4 + + c$ + y$+d4 + c$ 

= P4l l_EI u 4 (1) 12) =y 4 + J 4+Z 4 + i 4 + “■ 
■I" +® 4+z 4 + “Wm" + c 4+y 4 + d 4 
50 FOR 1=1 TO 12 

FOR C =33 TO 22 STEP -1 


2351 

2352 
4 < 1) 

2353 

2354 

2350 
HR 4 

2351 

2352 
2363 

2354 

2355 
2366 

2370 

2371 

2372 

2380 

2381 

2397 

2398 

2399 
2408 
2401 
£402 
2403 

2410 

2411 

2412 
2420 

2422 

2423 

2424 

2425 

2426 

2427 

2430 

2431 

2432 

2433 

2434 
2440 

2497 

2498 

2499 
2583 
2510 
2520 
2530 
2540 
2558 
2560 
2597 
2593 
2599 
£600 
2610 
2620 
2525 


.. c) 
( 8 ) 


IF u 4 i 1l 
l ., C ) =CHR$ 

NEXT C 
NEXT 1 

LET 14 =CHR$ l 
4175+CHR4 12) 

FOR c =1 TO 19 
LET 14=14+“ “ 
NEXT c 

FOR c=1 TO 10 
LET 14 = 1 4 + CHR 4 
NEXT c 
FOR 1=1 TO 12 
LET u $(2) l) =1$ 
NEXT l 

LET u$ (2)2)21 TO 
u4 (2)3)21 TO 


THEN LET U 


16) +CHR4 i6 3 +C 


i 8) 


22 3 



= “ AC ‘ 
= "BD' 


3 


n 4)K3 -9b 

( K ) + j 


£ 


J 3 


t (23 


X =0: LET y =5 


NEXT v 

FOR j =-12 TO 0 STEP 1 
READ n 4 
FOR k =1 TO 
LET l=CODE 
LET n i 13 =v 
NEXT R 
NEXT j 
FOR K =1 TO 
FOR ,j=l TO 
READ v 4 «K 
NEXT .j 
NEXT R 
READ t(13 

REM- 

REM FLAGS & 

REM- 

LET p =2: LET 
GO SUB 900 
GO SUB 950 
PAUSE 30 
LET p =1: LET 
GO SUB 900 
GO SUB 950 

REM- 

REM READ UARIOUS STRINGS 

REM- 

DIM p$ (2)2., 18 3 
READ P$ (1) 13 ) p 4 (2) 13 
READ P4(1)23 
_ DIM 04(2)33: 

IM r 4 (3 ., 133 
2830 DIM g$(2.33: 

IM r4(3)133 
2635 DIM 54(3)16 
2640 READ 04(13)04(23 
2650 READ q4(13,44£2),q$£3) 
READ r4 (13 ., r 4 (23 ., r 4 (33 

M f 4 (2 


X =13: LET y =10 


P 4 (2)23 
DIM q4 <3 .: 63 


D 


DIM q$(3)63 


,63 


DIM n$ (38)53 : DIM 


35) 1 


FOR R =1 TO 28: 

(R3 : NEXT R 
FOR R =27 TO 31 
i (18): NEXT R 


LET n $ ( R ., 13 = 


LET n 4(R)13 


COMPUTER & VIDEO GAMES 93 






s:ie 


mm .i 
































3660 

3670 

4997 

4996 

4999 

5000 
5005 


5006 GO SUB 100 

5010 Ir day=3 THEN GO TO 5100 
5015 PRINT AT 5,6; p $ ip , 1) ; “ DRY 
" i d 3 y 

5020 hRINT RT 7,6; “YESTERDAY '' 5 F 
IELD REPORTS' 1 

5025 PRINT RT 9,6;"KEY 1 List at 
l agents" 

5026 PRINT RT 10,6;" and th 

eir rank" 

5030 PRINT RT 12,6;"KEY 2 List 3 
gents with” 

5031 PRINT RT 13,5;" report, 

s to send and" 

5032 PRINT RT 14,6," hOV R';3 

ny reports” 

5035 PRINT RT 15,6; “KEY 3 Call i 
n a report" 

5040 PRINT RT 16,6;"KEY 4 Finish 
with reports" 

5041 PRINT RT 19,6;“ Give t 

0 <3ay's orders" 

5050 LET k $ = INKEY $: IF k$<"l" OR 
_k $ >“4“ THEN GO TO 5050 
5060 Ir k$=“l“ THEN GO SUB 3500: 
GO TO 5005 

5065 IF k$="2" THEN GO SUB 3500- 
GO TO 5005 

50_r0 IF k$=“3" THEN GO SUB 4©8 

UET reports=reports+l: GO TO 500 

5097 REM - 

5096 REM PLAYER TURN ORDERS 


>f- 3 FOR k =32 TO 36: Lei nsu,L 
=CHR$ 1255: NEXT_k _ , T ,_, 

;675 LET m$f ,!r~t " ‘ _ 

FT K| $=B! 0: N5A ! r-. _ _ 

2660 RANDOMIZE : FOh k=X. > 

Ills Ei? D ct±B T (RND*36*in,IF,C0 

~,= ~±ir . 5 ! > 32 THEN UU !U 258=. . 

RfFS^LET n % 1 c , 2) =CHh$ a ; tL i n ~ >. 

c , 3) =CHR $ b _ 

2504 LET ? % (1,C ) =UHK* 
n$tc .4) = 0HK 5 1 
> R ;=; 5 IF (3=1 AND b-0.i 
r’ r, = 1 ) THEN LET f $ (1, 

$ : LET n $ i C ,4) =CHHS 5 


1 4-If! $ : LE i 

OR (3=0 RN 
:) =CHR$ 3+m 


2666 

2667 

2568 

2690 

2695 

2597 

2698 

2699 

2700 
2710 
2720 
2730 
2740 
2750 
2760 
2770 
2775 

, 2760 
2790 

2797 

2798 

2799 
;S00 


LET f5 (2,C) 
LET ni(c,5) 
NEXT k 
DIM g $ (2,6) 
0 ( 5 , 5 • : 


DIM 

--- 

REM READ CITIES & RGENlS 

REM- 

DIM $ (26,10) : 

FOR k =1 TO 26 
READ W$ ( k 3 ,X $(k 
NEXT k 

FOR k =27 TO 36 
READ X $(k 5 
NEXT k 

DIM y$ 125,8:' 

FOR k =1 TO 25 
READ y $(k) 

NEXT k 

PFH - 

REM CITY TO CITY DISTANCE 
REM 


IF nn=26*26 TH 


LET j=COD 
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3055 LET b13 g =0 : LET fet tnr: 
30X0 LET r=INT (RND *26 +15 : 

16 OR r =25 OR r = btL 0 c THEN 
3070 

3075 LET bCag =0 : LET b.C loc=r 
T b c 0 n =2 


(RND *25 4-1) 


3080 L ET ma n L 0 c =INT 
3085 Lei e xp1 0 d =0 
3090 GO TO 5008 

3497 REM - 

3498 HEM PRINT AGENT RANKS 

3499 REM - 

3500 GO SUB 100 

3505 PR IN ! RT 5 ,6 Pi(p,l,l TO 4) 
; "AGENT & RANK DAY ";d3M 
3510 LET y =7: LET x=6 
3515 FOR k=l TO 36 
352© Ir CODE n$(k,4)=© OR CODE n 
$ ( k , P4-1) =0 THEN GO TO 3550 
3525 LET a =CODE n $ ( k , p 4 -1) 

HRIN I fl! y ,X; X $ (K) ; ; a 

Ltl y =y 4-1 
Ir y =18 THEN LET 


3530 
3535 
3540 
= 18 
3550 
3550 
3597 
3596 

3599 

3600 
3605 


NEXT k 
GO TO 20© 

REM- 

P;rM LIST AGENT REPORTS 

REM- 

GO SUB 100 

HR IN ' R 1 5 ,6 ; p 5( p,1,1 TO 4) 

"AGENT REPORTS DRY ";day 
3610 LET y=7: LET X=6' 

3615 FOR k =1 TO 35 

3616 Ir CODE n$(k,4)=0 THEN GO T 
0 3660 

3620 LET 0 rank =C0DE niik,p+i) 
3525 Lei e r a n k=CODE nilk, 4 -p) 

5530 Ir 0 rank <serank 0R c0DE f =( 
1,k,5 )=0 THEN GO TO 3650 
R640 PRIN 1 A 1 y , x;x $ ( k) ; " ";CODE 

f $ (1, k , 5 3 

3650 Lei y' = y +1: IF y=18 THEN LET 
LET x=18 
NEXT k 
GO TO 200 

REM- 

HEM PLAYER TURN REPORTS 

REM- 

Let r e p 0 r t s =0: GO SUB 150 
xr reports=5 THEN GO TO 51© 
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VIC 20 4&W 

INTELLI VISION^*” 


2600 ATARI 400/800 

COLECOVISION 


CARTRIDGE LIBRARY 


Do YOU want the best? 

Then get it with M.D.M. the fastest growing cartridge 
library in the country — now read on. 


★ Hire charges from 17ip per 
day. 

★ Latest arcade-type games 
from America. 

★ New titles added regularly. 

★ Fast reliable service. 

★ Life membership now £10. 


★ Members eligible for 
generous discounts (hardware 
and software). 

★ Hire what and when you 
like. 

★ High score charts. 

★ No cartridge is unobtain¬ 
able. 


JOIN NOW on money back approval send S.A.E. or' 
ring 0282 697305 to: 

MDM Home Computer Services, 

Dept. 4, 20 Napier St., Nelson, 

Lancs. BB9 OSN. 


OKtel OKtel (*Ktel (*Kt<?l OKtel (jlKtel («Ktel OKtel 


* 


OKtel 


® NEW GAMES WANTED! i 


jj; And if YOU'RE game, this could be just the 2 
^ opportunity you've been looking for! - 

g Following the success of our initial launch into 

* the computer software market with the K-tel 2 
^ DOUBLESIDER range, we're now looking for — 
g exciting new games to continue the series. And 

* this is where you come in. * 

** If you've got a great games program for either the — 
5 Commodore 64, Vic 20 or Sinclair Spectrum, £ 

* let's hear all about it. What we want is high 2 
^ quality, nifty graphics, original ideas and good, — 
g old fashioned fun. 

* So you think that your game might fit the bill? ^ 
** Then send a cassette copy with details to Mike “ 
g Dixon, K-tel International, 620 Western Avenue, fk 

* London W3 OTU straightaway. Or telephone him 5 

W on 01-992 8055. £, 

5 And remember programmers . 

* puter for fun. And profit. 


use your com- 


OKtel OKtel OKtel OKtel OKtel OKtel OKtel OKtel 


At last, E xtra responsive 

the first joystick action 

that puts the firing button T . . 

where it should have been lr '?9 er A 

in the first place. n h ‘ re 


TWGAvt 


Diamond 
Cut 'Arcade' 
k Style Grip 




v 


IS HERE! 



The Top 
American 
Joystick is 

now available in mm - Rubber 
the U.K.. .. 

One Hand Operation 

omfigSPECTRUM 

L # %j.99 + £1.50 p+ p 

• Including interface to plug straight into the 
Spectrum. 

• The first Joystick to give you "Arcade" feel 
and control. 

• "Jet Style"heavy duty, diamond cut grip. 

• Fire Trigger placed under your index finger. . . 
the finger with the fastest reflex action. 

• Seif centreing, 360° action. 

• Compatible with most of the latest Software 
including: 

□ Flight Simulation 

□ Manic Miner 

□ Jetpack 

□ Cookie 

□ PSSST 

□ Timegate 

□ 3D Tunnel 

□ Cosmos 

□ Cyber Rats 

□ Galaxians 

□ Spookyman 

NOTE: THIS IS ONLY A SMALL SELECTION OF THE 
MANY COMPATIBLE GAMES 

Also available for Commodore/ 
A tari! BBC/One/Dragon. 


□ Arcadia 

□ Penetrator 

□ Spectres 

□ Horace goes Skiing 

□ AtikAtak 

□ Jetman 

□ Slippery Sid 

□ Brain Damage 

□ Frogger 

□ SS Enterprise 

□ Last Sunset. . . 

□ Blind Alley 

□ Nite Flite 

□ Mazeman 

□ Galactic 

□ Meteoroids 

□ Galaxians 

Jailbreak 

□ Gulpman 

□ ETX 

□ Transam 

□ Cosmic Guerilla 

□ Frenzy 

□ Robotics 

Kong 

□ Astrob/aster 

□ Armageddon 

□ Armageddon 

□ Knot in 3D 

□ Exterminator 

□ Mission Impossible 

□ Joust 

□ Detective 


Item 

Amount 

Spectrum Trigga Command 

VIC/CBM 64 Trigga Command 

Atari Trigga Command 

BBC Trigga Command 

Oric Trigga Command 

Dragon Trigga Command 

Interface Unit only* 

* To use with your own Joysticks with 

Spectrum 

£19.99 

£12.99 

£12.99 

£19.99 

£19.99 

£14.99 

£11.99 

N. B All prices include Interfaces where required p + p 

£ 1.50 


TRADE ENQUIRIES WELCOME 

24 HRS CREDIT CARD LINE 


Sole UK Distributors 



27 HOPE STREET. HANLEY. 

STOKE-ON-TRENT 
!! TEL: 0782 273815 
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DISCOUNT SOFTWARE SUPPLIES 

8 PORTLAND ROAD LONDON W1U.LA 01-2211L73 


AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE' 
TELEPHONE ORDE RS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 


Game 

SPECTRUM 

Manic Miner 

Hall of Things 

Dungeon Master 

Invasion of Body Snatchas 

Rommel’s Revenge 

Sea Harrier Attack 

Jungle Trouble 

3D Space Wars 

Arcadia 

Ah Diddums 

Zip Zap 

ZZoom 

Stonkers 

Valhalla 

Penetrator 

Terror Daktil 4D 

Kong 

Armageddon 

Rescue 

Hunchback 

Mr Wimpy 

Scrabble 

Flight Simulation 

Xadom 

Aquaplane 

Bugaboo Flea 

3D Ant Attack 

Gridrunner 

Panic 

Hopper 

Krazy Kong 

Light Cycle 

Transylvanian Tower 

Super Spy 

Devils of the Deep 

Firebirds 

Monsters in Hell 

Jet Pac 

Atic Atac 

Pssst 

Cookie 

Tranz Am 

Lunar Jet Man 

Pool 

VIC 20 

Frog Run 
Krazy Kong 
3D Time Trek 
Vic Asteroids 
Cosmiads 
Vic Panic 
Vic Scramble 
Aracadia 
Wacky Waiters 
Cateha Snatcha 
Jupiter Defender 
Vic Rescue 
Jet Pac 


Supplier 

Bug Byte 

Crystal 

Crystal 

Crystal 

Crystal 

Durrell 

Durrell 

Hewson 

Imagine 

Imagine 

Imagine 

Imagine 

Imagine 

Legend 

Melbourne House 

Melbourne House 

Ocean 

Ocean 

Ocean 

Ocean 

Ocean 

Psion 

Psion 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

PSS 

PSS 

PSS 

PSS 

Richard Shepherd 

Richard Shepherd 

Richard Shepherd 

Softek 

Softek 

Ultimate 

Ultimate 

Ultimate 

Ultimate 

Ultimate 

Ultimate 

CDS 

Anirog 

Anirog 

Anirog 

Bug Byte 

Bug Byte 

Bug Byte 

Bug Byte 

Imagine 

Imagine 

Imagine 

Interceptor 

Interceptor 

Ultimate 


RRP 

Inc. VAT 

5.95 

7.50 

7.50 

7.50 

7.50 

5.50 
5.50 

5.95 
5.50 
5.50 
5.50 
5.50 

5.50 
14.95 

6.95 

6.95 
5.90 
5.90 
5.90 
5.90 
5.90 

15.99 

7.95 

6.95 
6.95 
6.95 

6.95 

4.95 

5.95 
5.95 
5.95 
5.95 

6.50 
6.50 

6.50 
5.95 
5.95 

5.50 
5.50 
5.50 
5.50 
5.50 
5.50 
5.95 

5.95 

7.95 

5.95 
7.00 
7.00 
7.00 
7.00 
5.50 
5.50 
5.50 
6.00 
5.00 
5.50 


Our Price 
Inc. VAT 

4.95 
6.50 
6.50 
6.50 

6.50 

4.50 

4.50 

5.50 
4.49 
4.49 
4.49 
4.49 

4.49 

12.95 

5.95 
5.95 
5.20 
5.20 
5.20 
5.20 
5.20 

13.99 

7.50 

5.95 
5.95 
5.95 
5.95 

5.95 
5.25 
5.25 
5.25 
5.25 
5.25 
5.25 
5.25 

4.99 

4.99 

4.50 
4.50 
4.50 
4.50 
4.50 
4.50 

4.95 

4.95 

7.00 

4.95 

5.99 
5.99 
5.99 
5.99 
4.75 
4.75 
4.75 
5.25 
4.15 
4.75 


Game 

Metagalactix Llamas 
Lazer Zone 
Matrix 
Gridrunner 
DRAGON 32 
Flight Simulator 
Star Trek 
Grand Prix 
Night Flight 
Everest 
Gridrunner 
Monsters 

Transylvanian Tower 

UGH 

Leggit 

COMMODORE 64 

Frog Run 
3D Time Trek 
Skramble 64 
Kong 64 
Hexpert 
Moon Buggy 
Panic 64 
Crazy Kong 
Frogger 
Sprite Man 

Attack of Mutant Camels 
Matrix 

Hovver Bovver 

Gridrunner 

The Hobbit 64 

Arcadia 

Purple Turtles 

Aquaplane 

BBC/ACORN 

The Music Processor 

Wizard 

Mined Out 

Games Compendium 
Graphics Package 
The Hobbit 
ATARI 
Krazy Kopter 
Time Warp 
Air Strike 

Escape from Perilous 
The Golden Baton 
The Time Machine 
Circus 

Escape from Pulsar 7 

ORIC I 

Sea Harrier Attack 
Galaxians 
Super Meteors 
Hopper 
The Ultra 
Light Cycle 
Hobbit & Book 


Supplier 

Llamasoft 

Llamasoft 

Llamasoft 

Llamasoft 

PSS 

PSS 

Salamander 

Salamander 

Salamander 

Salamander 

Softek 

Richard Shepherd 

Softek 

Imagine 

Anirog 

Anirog 

Anirog 

Anirog 

Anirog 

Anirog 

Interceptor 

Interceptor 

Interceptor 

Interceptor 

Llamasoft 

Llamasoft 

Llamasoft 

Llamasoft 

Melbourne House 

Imagine 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

Salamander 

Salamander 

Melbourne House 

English Software 
English Software 
English Software 
English Software 
Channel 8 
Channel 8 
Channel 8 
Channel 8 

Durrell 

Softek 

Softek 

PSS 

PSS 

PSS 

Melbourne House 


RRP 

Inc. VAT 

6.00 

6.00 

6.00 

5.00 

7.95 

7.95 

7.95 

7.95 

7.95 

7.95 
7.99 

6.50 

6.95 

5.50 

5.95 

5.95 

7.95 
7.95 
7.95 

7.95 
7.00 

6.95 
6.95 

6.95 

7.50 
7.50 

7.50 
5.00 

14.95 

5.50 

7.95 

7.95 

14.95 

6.95 
6.95 

6.95 

24.95 

14.95 

14.95 
14.95 

14.95 
14.95 

9.95 

9.95 

9.95 

9.95 

6.95 

6.95 
6.95 
6.95 
6.95 
6.95 

14.95 


Our Price 
Inc. VAT 
4.99 
4.99 

4.99 

4.50 

6.95 

6.95 

6.95 

6.95 

6.95 

6.95 

6.95 

5.50 
6.00 

4.50 

4.95 

4.95 

6.99 
6.99 
6.99 

6.99 

5.99 

5.95 
5.95 
5.95 

6.50 
6.50 

6.50 

4.50 

12.95 
4.75 
7.00 
7.00 

13.25 

5.95 

5.95 

5.95 

19.95 

12.95 

10.99 

10.99 

10.99 

10.99 

8.95 
8.95 
8.95 

8.95 

5.95 
5.95 
5.95 
5.95 
5.95 
5.95 

12.95 



SPECIAL OFFERS FOR THE SPECTRUM 


Our 




RRP 

Price 


THE HOBBIT BOOK 

By Melbourne House 

14.95 

10.95 


H.U.R.G. 

By Melbourne House 

14.95 

11.95 


VALHALLA 

By Cegend 

14.95 

11.95 


TO. DISCOUNT SOFTWARE SUPPLIES PLEASE ACCEPT MY ORDER FOR THE FOLLOWING 
PROGRAMS/SPECIAL OFFERS 
1 . 

2 . ...... 

3 . . 

4 . . 

5 .. 

Make cheques payable to Discount Software Supplies. 

Cheque No . For £..enclosed 

Please debit my 

Access Card No.Signed 


rm 


DISCOUNT SOFTWARE SUPPLIES 

8 PORTLAND ROAD LONDON WtULA 01-2211L73 


JES I 

1173 


SEND 
Name . 


Address 


DSS is the trading name of Dovepace Ltd. 


SEND SAE FOR UP JO DATE LIST OF OUR AMAZING BARGAINS 
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PROGRAMMABLE 




for 





or ZX81 


AGFPROGRAMMABLE INTERFACE 
Recognised as the only true Hardware 
Programmed joystick interface this product 
offers all the features associated with such a 
design. 

You can use any Atari-compatible joystick 
controller with any software for your Sinc¬ 
lair Spectrum or ZX81, not just those with a 
joystick option. 

Movement of the joystick is recognised by 
the computer exactly the same as pressing 
the appropriate control keys, and can there¬ 
fore give the most immediate response to 
that movement. The hardware programmed 
design works with all possible key-reading 
methods, both BASIC and Machine Code. 
Eight directional movement, with or with¬ 
out the fire button being pressed, can be 
achieved by only programming the left, 
right, up, down and fire keys required by 
the game. 

Programming is achieved by a two-digit code, 
which is looked up on the Programming 
Chart supplied, for each direction and firing 
button. These two numbers are then sel¬ 
ected on a pair of leads which are clipped 
onto appropriately numbered strips on the 
interface. 

Once configured this can be marked onto a 
Quick Reference Programming Card for 
storing with the game. As the programming 
is not power dependent the interface can be 
immediately used when next switched on. 
The keyboard remains fully functional and 
can be used simultaneously with the joy¬ 
stick. 

An integral rear expansion connector means 
there is no need to remove the interface to 
connect other peripherals. 

NB. A recent design improvement now 
means that the AGF Programmable Interface 
works with the new Quickshot II rapid 
“Auto Fire” feature. 



PACKAGE CONTENTS SUPPLIED 

• Programmable Interface Module as illus¬ 
trated, complete with clip-on program¬ 
ming leads. 

• Self adhesive programming chart detailing 
how to define which key is simulated by 
UP, DOWN, LEFT, RIGHT, and FIRE. 



One pack of ten Quick Reference Pro¬ 
gramming Cards for at-a-glance setting 
to your games requirements. 



12 months guarantee and full written 
instructions. 


KEY FEATURES 

★ Programmable design gives TOTAL soft¬ 
ware support. 

★ Accepts Atari, Competition Pro, Wico, 
Starfighter, Quick Shot, Le Stick etc. 

★ Rear extension connector for all other 
add-ons. 

★ Free demo program and instructions. 


IL 


NEW IMPROVED GRIP : BUILT-IN STABILIZING SUCTION CUPS 
TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH : TOP FIRE BUTTI 



FROM: MR/MRS/MISS 


ADDRESS 


SEND C.W.O. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.CVG 


FREEPOST, BOGNOR REGIS, WEST SUSSEX, P022 9BR. 


QTY 


ITEM 


ITEM PRICE 


TOTAL 


PROGRAMMABLE INTERFACE 


27.95 


JOYSTICK(S) 


17.95 


PACK(S) QUICK REFERENCE CARDS 


1.00 


ZX81 □ ZX SPECTRUM □ Please tick 

DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION 


FINAL TOTAL 
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CHALLENGING SOFTWARE 


pemii turkodoHder 
every wave./ ^ 
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ffm 

tcirff 




To . . . Beyond Competition House, Farndon Road, 
Market Harborough, Leicestershire LE19 9NR 


Please send me ... 


Qty Total Price 


KRIEGSPIEL £6.95 


UP PERISCOPE £6.95 


GOODNESS GRACIOUS £6.95 


I enclose a Postal Order/Cheque payable to 
Beyond , or charge my credit card. 

Card Number _ 

Access/Visa (Delete as necessary) 

Name __ 


Address 


SS ACHILLES (DISC) £79.95 

SPACE STATION ZEBRA £6.95 

BEYOND HOTLINE_. 

GRAND TOTAL 

0858 34567 

all prices include p&p 


Post code_ 


Signature 


CVG3 


Please, rush we details of the 'Enter the Beyond'Software Club. 


□ 
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DOOMSDA 


i m m ' s an arcade style game 

L J j with the feel 

SOFTWARE -✓ of a real adventure 

Doomsday Castle consists of a labyrinth of 76 complexly inter-connected Halls and Passages 
where you will meet a whole host of adversaries serving the infinitely evil Scarthax, the Garthroqs 

-j in over 

guises. 


the Orphacs, the phenomenally nasty Googly Bird and the Urks which manifest themselves 
fifty unbelievably weird and wonderful guises. 

Scarthax has scoured the Universe to bring together the six ancient stones of lifeforce. United in 
Doomsday Castle they are being used to wield an irresistable power over the cosmos, emanatinq 
waves of corruption through every galaxy. 

To save the Universe, you must battle your way through the Castle to find and collect the six 
stones and use their force against r 

Scarthax to destroy Doomsday r 4 -«rj -■ - . 

Castle, hopefully escaping 1 ii%u *K Li S 

yourself before the final _ Jr 1 !® /'Ilf 

cataclysmic explosion. / ^ | I j J .*rj I Ik 

The task is not easy / j jl f fiism 

(saving the Universe [ 

never is!) and It will ' ; j |J’— ^ 

takeyoumany games to 

of Dqpmsday Castle an^ ^ 


FANTASY SOFTWARE 

is available from 
W.H.SMITHS, JOHN MENZIES, 
LASKYS, GREENS, RUMBELOWS, 
SPECTRUM GROUP, 
COMPUTERS FOR ALL and all other 
good software retailers. 


For 48K 
Spectrum 



is available at £6.50 from 


FANTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT 
despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club. 

Trade Enquiries welcome - telephone 0242-583661. 
























5151 NEXT o 

6150 rO k o=l TO no: IP 0(0,1)=2 
THEN GO SUB 7700 
5151 NEXT 0 

5170 rOR 0=1 ! 0 no : ir o (o , 1) =8 
THEN GO SUB 7800 
6171 NEXT o 

6188 FOR 0=1 TO no: IF 0(0,1)=7 

THEN GO SUB 7988 

6181 NEXT 0 

6138 FOR k=1 TO 36 

6132 IF CODE f $ (2,k ,2) <>8 THEN L 

ET f $ (2 , k .,5) =CHR$ (CODE f $ (2 , k , 5 

) +15 

5193 NEXT k 

6288 kkINT hi y,6; ,: 3 days ado SC 
HUEINSTEIN”: LEt_ y=y +1 
6218 fkIN i hi y , 6;"was seen in ” 
; wi (s (45 ) : LET y =y + l 
5228 IF boon=2 THEN GO TO 6238 
6225 PRINT PIT y S; "BERCON ON in 
, W 5 (be lo C ) : LET y =y +1 
5238 IF btag =0 THEN GO TO 6248 
62 3 5 PR I NT RT y 5.; “FIR IN G 8 UTT 0 N 
detected”: LET y=y+l 
6236 PRINT hi y ,6; ”in ";w $ i bt L o c 
): LET y=y+l 

6248 IF e Xp 1 0 d =1 THEN G0 T0 6388 
52b8 Lbi d = UAL z $ i m anL 0 c , bCto C) 
5255 IF d =8 AND bCOn=l THEN GO T 
0 6278 

5268 LET n=8: FOR k=l TO 8 
6261 ih y$(manloc,k) <>” ” THEN L 

ti n =n +1 

6252 NEXT k 

6253 LET r=INT (RND*n+1) 

6254 IF boon=2 THEN LET manloc=C 
ODb y$ (man-lOC , r) -64: GO TO 6278 
526b Lbi C= C0Db yi (man toC ,f) -64 
626b Ir URL z$(c ,be Lo c) > =d THEN 
GO !0 6263 

5267 Lbi manloc=c 

5278 PRINT RT y 6; "MANDROID in ” 
w lima n l o c 5 : LET y =y.+1 
5388 IF S (1) 013 AND S (1) <>25 TH 
EN GO TO 288 

6318 IF S(1)=18 THEN PRINT RT y, 
5.; “SCHWE INSTE IN IN LONDON”: LEt' 
y=y+2: PRINT RT y,6.;“MI5 HRUE WO 
N THE GAME”: LET p=l 
6328 IF S (1) =25 THEN PRINT RT <4, 
6;“SCHWEINSTEIN IN MOSCOW”: LEt' 
y=y+2: PRINT RT y 6; “THE KGB HAU 
E WON THE GAME”: LET p=2 
6338 GO SUB 958: GO TO 6338 

6997 REM - 

6938 REM MOUE SCHWEINSTEIN 

6999 REM - 

7880 FOR k =4 TO 2 STEP -1 
7810 LET s (IO =s ( k -1) 

7820 NEXT k 

7830 IF S Ch « a 9 >0 THEN RETURN 
7840 LET n =0: FOR k =1 TO 8 

7041 IF y$ (s (1) , k) o" “ THEN LET 
n=n+l 

7042 NEXT k 

,'8b8 LET r =INT (RND*n+l> 

L b T =CODE y $ is i 1) , D-64 
.•'0&0 ir C =S (3) OR C =18 OR - =25 T 
HEN GO TO 7858 
70/0 LbT S (1) = c: RETURN 

7897 REM- 

,•-098 HbM EXPLODE MINDSOMB 

7899 REM-- 

2188 IF expL0d =1 THEN RETURN 
/l8b LbT 3 9=0(0,2) : IF btadoad 
THEN LbT ob=2: GO TO 7488 
/118 fkINT A! y,6; “MIND-BOMB ex d 
lodes in”: LET y=y+i 
128 fR INI R i y , 6w $ i m a nloc) : LE 

i y=y+i 

7130 ir »anl0C=18 THEN LET y =y +1 
: FHiNT AT y,5;"THE KGB HRUE WON 
Tlib GHMb ” : LET p =2 : GO TO 5338 


5839 REM - 

5180 LET orders=8 _ 

5101 IF orders=3 THEN GO lO b!70 
5182 GO SUB 188 
5185 PRINT RT 
‘Uda y 

5118 PRINT RT 


TODAY'S ORDER 


5128 PRINT RT 9,6;"KEY 1 i 
L agents” 

5121 PRINT RT 18,5.;“ 
eir rank” 

5125 PRINT RT 12,6;"KEY 4 
n order” _ 

5130 PRINT AT 14,6;"KEY 3 
with orders” 

5131 PRINT RT 15,5;” 
ions over” 

5132 PRINT RT 16,6;" 

to mo r row ” 

5148 LET k i=INKEY$: IF k$ 
k $ >“3” THEN GO TO 5148 
5158 IF k $ = ”1” THEN GO SU 
GO TO 5181 

5160 IF ki=”2“ IHbN GO SU 
let n r d - >■ -• =orders+l: G 0 T 
5178’LET p=p+l: IF p < 3 IH 
0 5800 

5137 REM - 

5198 REM END OF DRY 

5193 REM - 

5280 GO SUB 6888 

5218 LET day=day+i 

5228 FOR k =1 TO 16 

5225 LET s$(1,k)=S$(2,k) 

5238 LET S $(2,k) =S$ L3,k) 

5235 NEXT k: LET St3Ck=l 

5248 bET m $ = “ “: FOR k=l I 

ET m $ =m $+CHR$ 8: NEXT k 

5245 FOR k =1 TO 36 

5258 LET fid , k ) = f $ (2 , k ) 

5255 LET f $(2,k)=n $(k,4)4 

5260 NEXT k 

5278 LET p=l 

5288 GO TO 5888 

5937 REM -- 

5938 REM EXECUTE ORDERS 

5333 REM-- 

6880 BRIGHT 8: CLS : BRIC 
6810 GO SUB 188 

5828 PR INT RT 5,6; ” END 0F 
day;”"s TREACHERY" 

5825 GO SUB 7880 
5838 FOR k=i TO 6: rOR .j ■ 
LET 0(k,j)=8: NEXT J : Ni 
5048 LET no=8 
6058 FOR k =1 TO 36 
5858 LET o1=CODE n$ ( k,5) 

8 THEN GO TO 6888 
5870 LET no=no+l 
6871 LET o (no , 1) =CODE S$ 
5872 LET 0 (no,2)=CODE S$ 
6873 LET o (n 0 ,3) =C0Db S $ 
5874 LET o(no,4)=C0DE Si 
6875 LET o (n 0 ,5) =CODE St 
5876 LET n 4 ( k,5) =CHR$ 0 
6880 NEXT k 
5830 LET y =7 

5188 FOR 0=1 TO no: In 0 
THEN GO SUB 7100 
6181 NEXT o 

5110 FOR 0=1 TO no: Ir 0 
THEN GO SUB 7280 

5111 NEXT o 

F, 128 FOR 0=1 TO no: Ir o 
THEN GO SUB 7388 
5121 NEXT 0 

F138 FOR 0=1 TO no: Ir 0 
THEN GO SUB 7488 
5131 NEXT o 

5148 FOR 0=1 TO no: Ir 0 
THEN GO SUB 7580 
6141 NEXT 0 

5150 FOR 0=1 TO no: IF 0 
I THEN GO SUB 7680 
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7140 IF manioc=25 THEN LET y=y + i 
PRINT AT y,5;"MI6 HRUE WON THE 
GAME”: LET p=1: GO TO 5338 
>153 FOR k=l TO 35 

IF CODE n $ t k .. 13 < > hi a n L o c i He 
TO 7178 

LET n$(k,4)=CHR$ 3 
IF btag =k THEN LET btag=8 
IF bcag =k THEN LET bcag=3 
IF schi.'.iag = k THEN LET schwag 


7158 
N GO 
? 151 

7152 

7153 
’154 
=3 

7178 

7153 

7197 

7195 

7199 

7233 

7235 

URN 

7213 

7228 

7233 

7243 

7253 


RETURN 


NEXT k 
LET expLOd= 

REM- 

REM GO TO CITY 

REM- 

LET 39=0(0,2) : LET 
IF CODE n$ tag,4)=3 


C =0 CO 3) 
THEN RET 


LET n $(39 ,13 =CHRS C 
IP btag=aq THEN LET btlOC=C 
IF b c a g =a g THEN LET b c l o c = c 
IF schwag =a g THEN LEI s(l) = 


, W SCO) 
’268 LET 


PRINT AT y , 6x $ (ag) 
y =y +1: RETURN 
HIDE OBJECT 


go to 


REM 

REM 

REM 

LET 


7297 
7295 

7299 . 

7383 LET ag =0(0,23: LET 0b=0 (0,:J 

7331 IF CODE n Stag, 4 3=0 THEN RET 
URN 
7385 
7313 
S3 

7311 LET S Ch W a g =8: RETURN 
7323 IF bt'agoag THEN GO 
7321 LET btag =3: RETURN 
7333 IF bcagoag THEN GO 
7331 LET bcag=3: RETURN 

7397 

7398 

7399 
7433 
3 : LET 

RETURN _ _ 

“431 IF CODE n* tag,43 =8 UK UUDt 
n % (to ,43 =3 THEN RETURN 

7432 LET fC=C0DE n Stag, 13: Lt! t 

C=C0DE n$ (to, 13 _ __ _ 

7433 IF z $ ( f c , t c 3 > "1“ ! HtN RfcTUw. 


TO 7383 + 13*0 b 
schwagoag iHtN 


IF bt'agoag 
LET btag=8: 

IF bcagoag 
LET bcag=3: 

REM- 

REM TRRNSFER 

REM- 

LET ag=0(0,23 
to =0 (0,43 : 


GO TO 74 


TO 7488 
TO 7483 


OBJECT 

: LET ! 
IF ag=' 


■0 ( 0,3 
THEN 


N 

7485 

7410 
S3 

7411 

7412 

7420 

7421 

7422 
7433 
7431 
7458 
7455 
7460 
7470 
7450 

7481 

7482 

7483 

7490 

7491 
7493 

7497 

7498 

7499 
7588 
7585 
URN 
7513 

-1 


TO 7438+13*0b 
s c h w ago a g i HtN 


GO TO 74 


LET S (13 = t C 


GO TO 7453 
bt lo c =t c 


THEN GO TO 7480 
: LET bClOC=tC 
,2 3 = CHRS 13 
',3 3 =CHR $ Ob 
,43=CHR$ 39 


LET schwag=to 
GO TO 7458 
IF btagoag i HtN 
LET b t a g = 1 0 : LET 
GO TO 7458 
IF bcagoag 
LET bcag=to 
LET f $(2,to 
LET f $ (2 ., 10 
LET f $ (2,10 
RETURN 

IF 0(0,13=4 THEN GO TO 7490 
LET 
LET 

RETURN 
LET f $ (2,10,23 =CHR $ 14 
LET f $(2,10,33 =CH «$ 0b 
RETURN 

REM- 

REM SEARCH CITY 

REM- 

LET a g =0 (0 , 2 3 : LET C =0 (0,3 3 
IF CODE n$ (39,43 =0 !HtN Hti 

LET s L =8: FOR k =3 TO 2 STEP- 


THEN GO 
f $ (2,ag,23 =GHRS 
f$(2,ag,33=CHRS 


7511 IF s 

7512 NEXT 

7513 IF s 

7514 LET 

7515 LET 
S 13 

7515 LET 
7528 

7521 
=ag : 

TO 7525 

7522 LET 

7525 LET 

7526 LET 
7528 RETURN 
7t,30 IF bt Lo C < > C OR 

GO TO 7543 

7531 LET f$ C 2,a g 

7532 LET f$(2,ag 

7533 LET f$(2,ag 
534 Lti btag =ag 

7*48 ir be lo c < > c 
RETURN 

541 It bcag=3 THEN LET 
f$ C2,ag,23=CHR$ 18 


(k 3 = c THEN LET sl=k 
k 

l =8 THEN'GO TO 7528 
f$(2,ag,23=CHR$ 12 
f $ (2,ag,33=CHR$ (day+ 1- 

LET f $(2,a g,4 3 =CHR$ c 
IF S(l)oc THEN GO TO 7533 
Ir schwag =3 THEN LET schwag 
_LEi r'$ (2,ag ,23 =CHR$ 10: go' 

f $ (2,ag,2)=CHR$ li 
f$(2,ag,33= CHR$ 1 


f $ (2 , ag 43 =( 


•0 THEN 


,23 = CHRS 10 
,3 3 =CHR $ 2 
,43=CHR$ c 

OR bC0H=i THEN 


LET 
545 
7542 
7545 
7545 
7553 

7597 

7598 

7599 
7588 
3 : LET 
RETURN 
7510 GO 
7623 IF 

RETURN 


bcag =ag: 
GO TO 7 


LET f $ (2,3 g,23 =CHR$ 
LET f$( 2,ag,33=CHR$ 
LtT f$ (2,a g,4 3 =CHR $ 
RETURN 

REM- 

REM STEAL OBJECT 

REM- 

Lt! to=0(0,23: LET 
3 9=0 (0,43 : IF ag 

SUB 7431 
CODE f $(2,to,23 


0 h =0 <0 , ( 
to THEN 


>13 THEN 


LET f $ (2 , a Q ,23 
RETURN 

REM -- 

REM KILL AGENT 

REM- 

Lt ! ag =0 (0,23 : 


15 


Lt i to =0 (o , 3 


7533 
7543 
7697 
7598 
7699 
7788 
) 

7781 IF ag=to THEN RETURN 

778t IF CODE n$(ag,43=8 OR CODE 

n$(to,43 =3 THEN RETURN 

/7i8 i_t i c =C0Dt n $(ag, 13 

77It- IF CODE n$(t0,13oc THEN RE 

TURN 

£728 LtT n$ (to,43 =CHR$ 8 
£72* it btag = 1 0 THEN LET btag=8 
£738 Ir bcagsto THEN LET bcag=8 
7735 Ir schwag=to THEN LET schwa 
ga g =u 

,••'748 wR IN i AT y , 6; x $ (t o3;“ is e ( 
iminated" 

,■•'74* Lt! y=y+l 
RETURN 

REM- 

REM SWITCH BEACON 

REM- 

LtT a g =o (o,2 3 : Lt i o n =o (o , 3 


7758 

7797 

7798 

7799 
7880 
3 

7885 
URN 

7818 IF bcag 
G0 _T0 7488 
,•'828 Lt! fa con =on 
RETURN 

REM- 

REM CHANGE STATUS 

REM- 

Lt! ag =0 (0,23 : LET 


xr CODt n Stag, 43=8 THEN ret 
■ag THEN LET Ob =3: 


7830 

7897 

7898 

7899 
7938 
! 

7905 

URN 

7918 

7915 

7923 

7925 

7933 


P l =0 to 


ir CODE nStag,43=3 THEN RET 

L ET or a n k =C0DE n $( a g , pl + 13 
LET scan k =C0Dt n S (ag,4-p 1 3 
Ir e r a n k >o r a nk THEN RETURN 
Lt! ns tag , 43 =CHR$ o (o , 33 
RETURN 
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VISION STORE 

ll Continuous I 

I p e*»ofmratiot» J 



I We stock over 

programs on cassette cartridge 

.nHriKk for most micros. - 

GAMES-EDUCATIONAL-BUSIIMESS 

Just a small selection of our vast inventory of software is shown here. We carry all the 
popular titles of arcade games for all the leading Micro Computers. Plus educational 
programs for 5 year olds to 'O' level standard and Business application software. 


South London's 
Largest Software 
Centre 


•VM INTEREST FREE CREDIT 

ON Micro Computers and Peripherals from 

BBC • Acorn • Commodore • Sinclair • 
Atari • Dragon • Texas • Oric • Epson • 
Seikosha • Star • Shinwa • etc... 

Call in or phone for full details. 


TOP SELLING SOFTWARE 


Program 

Supplier 

Machine 


Program 

Supplier 

Machine 






AticATAC 

Ultimate 

Spectrum 

£5.50 

Hovver Bower 

Llamasoft 

CBM64 

£7.50 

NEW RELEASES JUST IN 


Planetoids 

Kong 

Acornsoft 

Anirog 

BBC 

CBM64 

£9.95 

£7.95 

Bugaboo 

Metagalactic 

Quicksilva 

Spectrum 

£6.95 

Program 

Supplier 

Machine 


Snooker 

Acornsoft 

BBC 

£9.95 

Llamas at the 




Hunchback 

Ocean 

Spectrum 

£6.90 

Flight 




Edge of Time 

Llamasoft 

VIC-20 

£6.00 

Revenge of the 




Zero-one- 




Jet Pac 

Ultimate 

Spectrum 

£5.50 

Mutant Camels 

Llamasoft 

CBM64 

£7.50 

seven 

AVS 

VIC-20 

£6.95 

Penetrator 

Melbourne 


Manic 

Software 

CBM64 


Jumpman 

Epyx 

Atari/CBM64 



House 

Spectrum 

£6.95 

Miner-64 

Projects 

£5.95 


(Cass/Disk/ 


Fyramid 

Fantasy 

Spectrum 

£5.50 

Jet Set 

Software 





ROM) 

£29.95 

Hustler 

Bubblebus 

CBM64 

£7.95 

Willy 

Projects 

Spectrum 

£5.95 

Daredevil 



Tranz Am 

Ultimate 

Spectrum 

£5.50 

Blue Moon 

Merlin 

CBM64 

£7.95 

Dennis 

Vision 

BBC 

£7.95 

Harrier Attack 

Martech 

Oric 

£7.95 

Chequered Flag 

Psion 

Spectrum 

£5.95 

Crazy Caveman 

Merlin 

CBM64 

£7.95 

Skyhawk 

Quicksilva 

VIC-20 

£6.95 

International 




Tempest 


Atari 

£29.95 

Arcadia 

Imagine 

Spectrum 

£5.50 

Soccer 

Commodore 

CBM64 

£9.95 

Fort Apocalypse 

Showcase 

Atari/CBM64 

£24.95 

Moon Buggy 

Anirog 

CBM64 

£7.95 

The King 

Microdeal 

Dragon 

£7.95 

Shamus 

Showcase 

Atari/CBM64 

£24.95 

Games Designer 

Quicksilva 

Spectrum 

£14.95 

Alchemist 

Imagine 

Spectrum 

£5.95 

Zork 1II III 

Infocom 

Atari (Disk) 

£29.95 

Hungry Horace 64 

Melbourne 


Pilot 64 

Abbex 

CBM64 

£7.95 

Temple of Apsha 

Epyx 

Atari/CBM64 



House 

CBM64 

P.O.A. 

Pole Position 

Atari 

Atari 

£29.95 

(Disk/Cass) 

£29.95 

Crazy Kong 

Interceptor 

VIC-20 

£6.00 

Zaxxon 

Datasoft 

Atari 

£14.95 

Lunar Jet man 

Ultimate 

Sepctrum 

£5.50 

G ridrunner 

Quicksilva 

Spectrum 

£6.95 

Space Shuttle 

Microdeal 

Electron 

£8.00 

Manic Miner 

Bug-Byte 

Spectrum 

£5.50 

Arcadia 

Imagine 

VIC-20 i 

£5.50 

Zalaga 

AARDVARK 

BBC 

£6.95 

3-D Ant Attack 

Quicksilva 

Spectrum 

£6.95 




Chuck ies Egg 

A and F 

Spectrum/BBC 

£5.95 

Kong 

Ocean 

Spectrum 

£5.95 

All the above software is available on cassette unless 





Jet Pac 

Ultimate 

VIC-20 

£5.50 

otherwise stated. 

All Prirpc InrlnHp VAT 






Vision Store KINGSTON Vision Store CROYDON 

3 Eden Walk Precinct, Kingston, Surrey. 96-98 Worth End, Croydon, Surrey. 
Tel: 01-546 8974 nnfl Tel: 01-681 7539 




SOFTWARE LIBRARY 


ii 


FOR 


SPECTRUM 

Low cost weekly hire of the best arcade games, adventures, 
utilities, languages and business programs. 

• Membership only £6.00 for 12 months. 

• Program hiring from only 80p (plus p&p). 

• Free fully descriptive catalogue for members. 

• New titles constantly being added. 

• Purchase new programs at discount prices. 

• Return of post service. 

• All tapes despatched using first class post. 

• We have full permission and licences from the leading 
software publishers, to whom royalties are paid. 

Compare these features with our competitors and you will see 
why more Spectrum owners are joining the Kernow Software 
Library. Join today by clipping the coupon below or send a 
S.A.E. for further details. 


/V-ri I UV/IVU v/l OWI IU a * 

ilogue and selection \ p 


□ YES, please send me my free catalogue 
sheet. I enclose my £6 cheque/Postal Order. 

NAME. 

ADDRESS . 


. TEL 

Send to: 

KERNOW SOFTWARE LIBRARY 

(Dept. CVG) 

55 ELIQT DRIVE, ST GERMANS 
SALTASH, CORNWALL PL12 5NL 







THE 

T.l. 99/4a 
SPECIALIST 


Texas In strum ents 

SOFTWARE 

WE HAVE VAST STOCKS . . . 
INCLUDING 

Hustle £12.50 

Extended basic £45.00 

Tl Logo £65.00 

Tl Peripheral Box and peripherals — prices on 
request. 

PRICES INCLUDE POST & PACKING 

SEND SAE FOR FULL PRICE LIST 

PLEASE MAKE CHEQUES/POs 
PAYABLE TO 


RAFtCO 



4 Dorset Place 
New Street 
Honiton, Devon 
Tel: 44425 
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Illustration: Terry Rogers 



Variables 

A(X) Position of each climber 
Q = Position of player 
R = Rate of ascent 
SC = Score 

G = Position of stone 
F = Position of fallen climber 


The siege has been on for weeks. The invading troops 
have surrounded your castle fortress and are waiting for 
you and the rest of the inhabitants to surrender or die of 
hunger. 

The conflict has suddenly taken a turn for the worse. 
The frustrated troops are tired of waiting for the 
surrender and have attacked the fortress! Men are now 
swarming around the towers and battlements you are 
guarding, and have started clambering up the walls. 
You'll have to act fast to save your beleaguered people 
from being slaughtered to death in their beds. 

The only option open to you is to knock the invading 
soldiers down the outer wall by dropping rocks on their 
heads. More and more reinforcements are called and 
your task becomes a frantic race against time. 

Can you save the medieval castle from the marauders 
or will you be overcome and allow the fortress to be 
ransacked? 

Program notes 

10-50 Sets up user defined graphics 
60 Sets up important variables 
70-80 Set up screen 
90-95 Reads joystick position 
100-130 Position of each climber 
135 Prints score 
1000 Dropped stone routine 
2000-3000 Plots climber 
5000 Instructions 


2 DIM A$(1):? "Do you want instructions 
" 5 • INPUT A$: IF AS= ,, Y , ‘ THEN GOTO 50O€i 

3 IF A$<>"N" THEN 2 
5 REM 

10 GRAPHICS 1+16:POKE 756,56:SETCOLOR 1, 
0,9:SETCOLOR 2,0,0:SETCOLOR 4,9,5 
20 FOR X=0 TO 1023:POKE 14336+X,PEEK(573 
44+X>:NEXT X:FDR X=14344 TO 14399:READ B 
:POKE X,B:NEXT X 

30 DATA 61,61,61,25,255,188,188,138,63,6 
3,51,51,51,48,48,48,138,188,188,144,255, 
61,61,61 

40 DATA 252,252,204,204,204,12,12,12, 189 
,189,189, 145,255,60,60,60,60,126,255, 255 
,255,255,126,60 

50 DATA 255,24,24,255,255,129,129,255 
60 R=0.25:Q=9:DIM A(9):FQR X=1 TO 9:A(X) 
=21:SC=0:F=21 

70 FOR X=0 TO 479:7 #6;"'";:NEXT X:POSIT 
ION 0,0:7 #6?" 

71 POSITION 0,1:7 #6; ■' 

n 

80 POSITION 0,2:? #6;" 

II 

88 FOR X=1 TO 9:A(X)=21:NEXT X 

90 S=STICK(0):Q=Q+(S=6> +(S=7)+ CS=5>-(S=l 
0>—(S=11)-(S=9):IF STRIS(0)=0 THEN GOSUB 

1000 

91 IF GK = 1 THEN Q=1 

92 IF Q>=17 THEN 0=17 


95 POSITION 0,1:? #6;" " ; CHR* (6) ; " " : F'OS 
ITION 0,2:? #65" ";CHR*<5);" ":SOUND 1,0 
,0,0:SOUND 1,150,8,10 

100 FOR X = 1 TO 9: IF INT(A(X))/2=INT(INT( 
A(X))/2) THEN A=INT(A(X)>:B=X*2:GOSUB 20 
00 

110 IF INT(A(X))/2< >INT(INT(A(X))/2> THE 
N A=INT(A(X)):B=X*2: GOSUB 3000 
120 IF A(X> <=2 THEN GOSUB 4000 
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WALL DEFENCE RUNS ON AN ATARI 400 IN 16K WITH ONE JOYSTICK 


DY STEPHEN SARGENT 


130 A(X)=A < X > —R:SOUND 1,90,3,8:NEXT X 
135 POSITION 1,0:7 # 6 ;"score;";SC 
140 GOTO 90 

1000 IF (Q+1)/2<>INT((Q+1)/2) THEN 1050 

1001 G=(Q+l)/2:FOR 0=3 TO A(G):POSITION 
Q+1,0:? # 6 ;CHR$C 6 >:FOR D=1 TO 50:NEXT D: 
POSITION 0+1,0:? # 6 ;'”" 

1002 SOUND 1,90,10,8:NEXT O:FOR 0=A(G) T 
O F:POSITION Q+1,0:? # 6 ;"I":POSITION 0+1 
,0+1:? # 6 ; SOUND 1,20,10,8 

1003 FOR D=1 TO 10:NEXT D:POSITION Q+1,0 
:? # 6 ;CHR$ ( 6 ) :FOR D=1 TO 10:NEXT D 

1004 POSITION Q+1,0:? # 6 ;"’":NEXT 0:SC=S 
C+10:A(G)=F:H=H+1:SOUND 1,0,0,0 

1005 IF H=5 THEN F=F-1:H=0 

1006 GOTO 1200 

1050 FOR 0=3 TO 21:POSITION Q+1,0:? # 6 ;C 
HR$( 6 >:FOR D=1 TO 30:NEXT D:POSITION 0+1 
, 0 :? # 6 ;" 

1055 SOUND 1,20,3,8 
1060 NEXT O 
1200 RETURN 

2000 POSITION B,A:? # 6 ; "!":POSITION B,A+ 

1:? # 6 ;.'.•POSITION B,A+2:? # 6 ;"’":RETUR 

N 

3000 POSITION B,A:? # 6 ;"#":POSITION B,A+ 
1:? # 6 ?"*":POSITION B,A+2:? # 6 ;"’":RETUR 
N 

4000 GRAPHICS 1+16:POSITION 1 , 10 :? # 6 ;"t 
he enemy has reached the top of t 

he wall":? # 6 ;"YOU LOOSE" 

40@1 FOR X=200 TO 10 STEP -10:SOUND 1,X, 
10,8:NEXT X:? # 6 ;"ANOTHER GAME(Y/N)":OPE 
N #1,1,0,"K:":GET #1,A:CLOSE #1 

4002 POKE 764,255:IF PEEK(764)<>255 THEN 
OPEN #1,4,0,"K:":GET #1,A:CLOSE #1 

4003 IF CHR*(A)="N" THEN END 

4004 IF CHR$(A)=”Y" THEN RUN 

4005 GOTO 4002 

? ,"INSTRUCTIONS":? , "C12 CTRL M3": 
" The castle’s defences are down." 

? "There is only one man left to de 
the north wall .That man is you!!" 
? " You are armed with only rocks w 
you can throw down at the onslaugh 

? "of attackers climbing the wall. 
The fate of the castle is in your 

II 

5004 7 “hands -Do not let the enemy reao 
h the top o-ff the wall-":? 

5005 7 » SCORING "s? 

5006 ? "Under 600 POOR":? "Betwe 

en 601,700:— AVERAGE":? "Between 701,800 

GOOD" 

5007 ? "Over 801 EXECELLENT":? 

:? " HIT RETURN TO CONTINUE ":INPUT A$:G 
0T0 5 


~ hS faIlcwi rtg should be typed i n 7Z -1 

yH*=?u m inverse] 

Lino i *rtr I 


score*’ 

•’ and y? 

y I y 

and *"* 
and ’ 

’YOU LOSE* 


line 5000 Type 12 CONTROL M’ g 
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PSS SOFTWARE 

FOR INSTANT CREDIT CARD SALES TEL (0203)667556. SEND CHEQUE OR RO. 
TO RS.S.452 STONEY STANTON RD. COVENTRY CV6 5DG. 

TRADE ENQUIRIES CONTACT JOHN FLETCHER, COVENTRY (0203) 81346 


ARCADE 










































ACTION FOR SPECTRUM 48K 


ARCADE 


X , __X .j-, 1 ! IX 

>le. 48 K 

£5*95 



xBES8 





SPECTRUM 


ixai 


ORiCt 

MCODER II 

9.95 

GAUNTLET 

5.95 

CENTIPEDE 


HOPPER 16K or 48K 

5.95 

TAI 

4.95 

HOPPER 


LIGHT CYCLE 

5.95 

MCODER II 

8.95 

LIGHT CYCLE 


ELEKTROSTORM 

5.95 

MAZE DEATH RACE 

3.95 

INVADERS 


DEEP SPACE 

5.95 

KRAZY KONG 

3.95 

ULTRA 


MAZE DEATH RACE 

4.95 

HOPPER 

3.95 

ORICMON 


PANIC 

5.95 



GAUNTLET 


GHOST HUNT 

4.95 





KRAZY KONG 

5.95 





THE GUARDIAN 

5.95 





COMMODORE 04 BBC MICRO 


6.95 

MOBY DICK 

7.95 

LIGHT CYCLE 

6.95 

6.95 

NEOCLYPS 

7.95 

CENTIPEDE 

6.95 

6.95 

METRO BLITZ 

7.95 

INVADERS 

6.95 

5.95 

KRYSTALS OF ZONG 

7.95 

SENTINEL 

6.95 

6.95 

COSMIC SPLIT 

7.95 


8.95 

EASY TUTOR 

7.95 



6.95 















































Illustration: Terry Rogers. 



BY HENRY WRIGHT 


RUNS ON A SPECTRUM IN 48K 


3® go sue 700S: REM Instruct 
35 GO TO S000: REM fir rays 
4.0 LET X=7: LET y =7 
53 REM x and y of man in maze 
50 INPUT "Uhat now? " ; a $ 


70 

LET 

H 

=sX : L. FT = 

y 



00 

IF 

a S 

= ,, 7 U THEN 

GO 

TO 

14.0 

90 

IF 

a $ 

= "6 :1 THEM 

GO 

TO 

ISO 

100 

IF 

a $ 

= THEN 

GO- 

TO 

255 

110 

IF 

a $ 

THEN 

GO 

TO 

215 

190 

IF 

a $ 

= ,, S)3p" HMD 

t = 1 

RND m < = 

THEN GO 

SUB 2000: 

LEI 

" m 

=m -f 1 

125 

IF 

3$ 

= ”hel p" THEM 

GO 

TO 4-00 


3 

130 GD TO 50 
135 REM ON 

14.0 IP d $ = "Hor th" THEN LET W =y - 
1: GO TO 310 

150 XP d$=”South” THEN LET W =y + 
1: GO TO 340 

ISO XP d$="East" THEN LET q=x+i 
: GO TO 370 

170 XP d$ = ”Uest" THEN LET q =x-X 
: GO TO 4©0 
175 REM BACK 

180 IF d$="North” THEN LET w =<4 4 

1: GO TO 340 


Can you escape from this a-maze-ing 3D maze? 
Will you be able to discover the map which tells 
you the secret of the hidden exit? Or will you be 
too greedy and go for the gold strewn around the 
maze and be trapped forever when the hidden exit 
closes? Well, get typing and find out — you'll never 
know if you just sit there! 

Full instructions can be found in the program, 
but here are a few notes which might help you get 
more out of the game. 

The data for the maze can be found at the end of 
the program in four large arrays. You could create 
your own mind-boggling maze by playing around 
with the program using the following code. 
0=wall, 1=path, 2=right hand turn, 3=left hand 
turn, 4=right hand turn with dead end, 5=left hand 
turn with dead end, 6=crossroads, 7=T-junction, 
8=doorway, 9-dead end. 

The location of the map can be changed in line 
3010 to make your game harder — or easier. At the 
moment you'll find the map at location 11,7. 
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370 IF e t o , utj =0 THEN GO TO SO 
3S0 LET 2sfi(q # W): LET d$ = ’*East' 
GO TO 1080 

398 rem Movement Uest 
4.88 XF »(Q,tf)=0 THEN GO TO SO 
4-10 LET 2=W fq/W) ; LET d$ = "UeS t 11 
GO TO 1800 

1088 LET X ~q : LET y s» : CLS 
.1005 REM Path 

1010 DRSU XOO.O; DRRU 0,170: DRR 
J -180,8: DRRU 0,-1 78 : DRRU 501 
00: DRRU 50,-100: PLOT 0,150; DR 
hU 50.-50: DRRU 58,50: PLOT 18,2 
0: DRHU 0,128: PLOT 98,28: DRRU 
0,120: PLOT SO , 4-0: DRRU 8,90: PL¬ 
OT 88,4.0: DRRU 8,28: PLOT 30 , SO 
DRRU 0,60: PLOT 78,60: DRflU 0,6 
0: PLOT 39,78; DRRU 8,32: PLOT 6 
1,78: DRRU O / 32 

1828 IF X“10 RND ys5 PHD t =0 THE 
M GO TO SO 

1021 XF Z-3 OR z=5 THEM GO TO 

1022 XF Z^i THEM GO TO 3888 

z =9 them GO TO 1180 


10 


2F 2=3 THEN GO TO 1130 
S 2?? R F hr i ght hand turn 

i ■ i*g8»a. sy'B. uk 


3,4.0.. - DRRU ' OUER l R ?e ® 4 e ; gf-gt' 

3,48: DRRU S,0? rLo¥'S^%^ OT 


plot 

PLOT 


1858 JF Z =2 THEN GO TO 3000 

1051 XF Z =4- THEN GO TO 1X00 

1060 pen Left hand turn 
1070 PLOT 10,14-0: DRRU OUER 
-S: PLOT 1©., 130: DRRU 10.S: 

13,20: DRRU OUER 1:10,20; 

18,4.0: DRRU 10,0 

1030 IF Z =3 THEN GO TO 3000 

1031 XF Z=© THEN GO TO 3000 

1130 REM Dead end 

1110 FOR f=2© TO SO STEP 3: PLOT 
f , 4-3: DRRU 0,90: NEXT f: FOR f = 
i© TO 130 STEP 3: PLOT 20,f: DRR 
U 6®,©: NEXT f 

1120 IF Z <> 3 THEN GO TO 3000 

113 © R E M D o O r l.! a >4 

114-0 FOR f =20 TO* 80: PLOT f , 4-0 ■ 
DRRU 0,99: NEXT f. PLOT 25,13©: 
>RRU 25,25; DRRU 25,-25; PLOT 25i 
,13©: DRRU 30,30: DRRU 30,-38: P 
LOT 35,138: DRRU 15,15: DRRU 15 


-15: PLOT 4-5,130 
5,-5: PRINT INK 


DRRU 5,5: DRR- 
RT 1©,2;" 


r\ _L r-4 5 Ju r#r\ t y I lk3 / £/ 

.4 INK 0; RT 10,2; U UELL DOME 
FOR f=l TO 5; FOR n=1 TO 10: 
SEEP 0.OS,H: NEXT n: NEXT f : FOP 
f=3. TO 6: FOR n =20 TO 10 STEP 


19© XF d$=”5DUth M THEM LET u* =U- 
1: GO TO 3 IB 

200 XF d $ = "E3S t ** THEN LET q =x -1 

: GO TO 4.88 

21© XF d $ = ”Uest“ THEM LET q=Xhl 

GO TO 370 
215 REM LEFT 

220 XF d$ = ,, North ,< THEM LET q =X - 
1: GO TO 4-0.0 

230 XF d $ = "5DU t h THEM LET q -X + 
1: GO TO 370 

24.0 XF d$ = n Eas t ** THEM LET W=M-1 

: GO TO 313 

25© XF d $s^Ltes t # * THEN LET W +1 

: GO TO 34.0 
255 REM RIGHT 

2S0 XF d$="North” THEN LET q*x+ 
1: GO TO 378 

27© XF d$="50Uth" THEM LET q=X- 
1: GO TO 488 

2S© XF d$ = M E3£t " THEN LET bi asu +1 

: GO TO 34.S 

29© XF d$ = M UeSt M THEN LET ui=u~;l 

: GO TO 31*3 

300 REM Movement North 

310 IF D iq.uO =8 THEN GO TO 68 
320 LET 2=fi fq,UO : LET d$ = '‘No r t h 

GO TO 1©0© 

33© REM Movement South 

34.0 XF s (q to ) =0 THEN GO TO 68 
35© LET Z =S fq,UO : LET d$ = "South 

■: GO TO 1300 

368 REM Movement East 



















i N , SOFTWARE: 


ONE-STOP SHOPPING BY MAIL 
AT GUARANTEED DISCOUNT PRICES 


SAVE MONEY 
SAVE TIME 
• SAVE EFFORT 


83 NEVILLE ROAD, LUTON, BEDS LU3 2JG Tel: Luton (0582) 595222 (24-hour ACCESS service available) 


SPECTRUM 

Krakatoa 

Chuckle Egg 

Missile Defence 

Dimension Destructors 

Snooker 

Manic Miner 

Super Chess 

Backgammon 

Bridge Player 

Fifth 

Pool 

Rommels Revenge 

Hall of the Things 

Invasion Bodysnatchers 

Database 

Oracles Cave 

Pyramid 

Nightflite II 

Hi-Soft Pascal 

Devpac 3 

Jumping Jack 

Arcadia 

Zip Zap 

Zzoom 

Stonkers 

Alchemist 

Ah Diddums 

Splat 

Sales Ledger 
Stock Control 
Purchase Ledger 
Valhalla 

Colossal Adventure 
Snowball 
Harrier Attack 
Jungle Trouble 
The Hobbit 
Melbourne Draw 
Death Chase 
Star Clash 
Strike Attack 
Battle of Britain 
Use & Learn 
Evolution 
Omnicalc 
Knot in 3D 
Corridors of Genon 
3D Tunnel 
Kong 

Mr Wimpey 
Editor Assembler 
Spectrum Monitor 
Hunter Killer 
Airliner 

Flight Simulation 
Scrabble 

Horace Goes Skiing 

Hungry Horace 

Horace and the Spiders 

Gridrunner 

3D Ant Attack 

Bugaboo 

Aquaplane 

Xadom 

Timegate 

Games Designer 


Abbex 

A&F 

Anirog 

Artie 

Artie 

Bug-Byte 

CP Software 

CP Software 

CP Software 

CRL 

CDS 

Crystal 

Crystal 

Crystal 

Dialogue 

Doric 

Fantasy 

Hewson 

Hi-Soft 

Hi-Soft 

Imagine 

Imagine 

Imagine 

Imagine 

Imagine 

Imagine 

Imagine 

Incentive 

Kemp 

Kemp 

Kemp 

Legend 

Level 9 

Level 9 

Martech 

Martech 

Melbourne House 

Melbourne House 

Micromega 

Micromega 

Micromart 

Microgame 

Microl 

Microsphere 

Microsphere 

New Generation 

New Generation 

New Generation 

Ocean 

Ocean 

Picturesque 

Picturesque 

Protek 

Protex 

Psion 

Psion 

Psion 

Psion 

Psion 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 


4.99 

5.99 

4.99 
4.99 
4.99 

4.99 

6.99 

5.99 

7.99 

8.99 

4.99 
5.50 

6.99 

5.49 
13.50 

6.90 

4.50 
4.95 

25.00 23.50 
14.00 13.00 


5.95 

6.90 

5.95 

5.95 

5.95 

5.95 

7.95 

5.95 

8.95 

9.95 

5.95 

6.50 

7.50 

6.50 

14.95 

7.95 

5.50 

5.95 


5.50 

5.50 

5.50 

5.50 

5.50 

5.50 

5.50 

5.50 


4.50 

4.50 

4.50 

4.50 

4.50 

4.50 

4.50 

4.50 


14.95 13.90 
14.95 13.90 
14.95 13.90 
14.95 13.90 


9.90 

9.90 

5.50 

5.50 


8.99 

8.99 

4.50 

4.50 


14.95 13.90 
8.95 7.99 


6.95 

6.95 


5.95 

5.95 


6.95 5.95 

5.95 4.99 


9.95 

6.95 

9.95 

5.95 
5.95 

5.95 

5.90 

6.90 

8.50 

7.50 

7.95 

5.95 

7.95 


8.95 

5.99 

8.95 

4.99 
4.99 
4.99 

4.95 
5.90 

7.50 

6.50 

6.95 
4.99 
6.95 


14.95 13.50 
5.95 4.95 

5.95 4.95 

5.95 4.95 


6.95 

6.95 

6.95 

6.95 


5.95 

5.95 

5.95 

5.95 


6.95 5.95 

6.95 5.95 


Apocalypse 

Invincible Island 

Transylvanian Tower 

Microbot 

Tranz Am 

Cookie 

Psst 

Jetpac 

Atic Atac 

Lunar Jetman 

Android II 

CBM 64 

Pilot 64 
Aztec Tomb 
Bat Attack 
Brands 

Cosmic Commando 

H-Expert 

Moon Buggy 

Galaxy 

30 Time Trek 

Indian Attack 

Exterminator 

Hustler 

Kick Off 

Database and Labels 
DFM Database 
Invostat 
Dictator 64 
Egbert 

Fabulous Wanda 

Startrek 

Frogger 

Spriteman 

Crazy Kong 64 

Scramble 

Panic 

Cuddly Q-Bert 
Defenda 64 
Siren City 
Tokens of Ghall 
Assembler 64 
Vortex Raiders 
Arcadia 64 
Matrix 
Lazer Zone 
Hover Bovver 
Mutant Camels 
Gridrunner 
Hungry Horace 
Hobbit 64 
Armageddon 64 
Rollerball 
Aquaplane 
Purple Turtles 
Ring of Power 
Ultisynth 
Zoids 
Ugh 

VIC20 

Dark Dungeons 
Star Defence 
Fire Galaxy 
Battlefield 
Arcadia 


Red Shift 

Richard Sheperd 

Richard Sheperd 

Softek 

Ultimate 

Ultimate 

Ultimate 

Ultimate 

Ultimte 

Ultimate 

Vortex 


Abbex 

Alligata 

Alligata 

Alligata 

Anirog 

Anirog 

Anirog 

Anirog 

Anirog 

Anirog 

Bubblebus 

Bubblebus 

Bubbledus 

Dialogue 

Dialogue 

Dialogue 

DK'Tronics 

Games Machine 

Games Machine 

Interceptor 

Interceptor 

Interceptor 

Interceptor 

Intercepter 

Interceptor 

Interceptor 

Interceptor 

Interceptor 

Interceptor 

Interceptor 

Interceptor 

Imagine 

Llamasoft 

Llamasoft 

Llamasoft 

Llamasoft 

Llamasoft 

Melbourne House 

Melbourne House 

Ocean 

Ocean 

Quicksilva 

Quicksilva 

Quicksilva 

Quicksilva 

Softek 

Softek 


Anirog 

Anirog 

Anirog 

Anirog 

Imagine 


9.95 

8.95 

Bewitched 

Imagine 

5.50 

4.55 

6.50 

5.50 

Catcha Snatcha 

Imagine 

5.50 

4.55 

6.50 

5.50 

Wacky Waiters 

Imagine 

5.50 

4.55 

5.95 

4.99 

Falcon Fighters 

Interceptor 

6.00 

5.00 

5.50 

4.50 

Crazy Kong 

Interceptor 

6.00 

5.00 

5.50 

4.50 

Lazer Zone 

Llamasoft 

6.00 

5.00 

5.50 

4.50 

Gridrunner 

Llamasoft 

6.00 

5.00 

5.50 

4.50 

Matrix 

Llamasoft 

6.00 

5.00 

5.50 

4.50 

Metagalactic Llamas Battle 

Llamasoft 

6.00 

5.00 

5.50 

4.50 

Practicalc 

MMS 

29.95 

28.00 

5.95 

4.99 

Quest of Merravid 

Martech 

7.95 

6.99 



Tornado 

Quicksilva 

5.95 

4.99 



Skyhawk 

Quicksilva 

7.95 

6.99 

7.50 

6.50 

Jet Pac 

Ultimate 

5.50 

4.55 

7.95 

6.99 





7.95 

6.99 

BBC 




7.95 

6.99 

The Hobbit 

Melbourne House 

14.95 

13.50 

5.95 

4.99 

Cylon Attack 

A&F Software 

7.90 

6.90 

7.95 

6.99 

Chuckie Egg 

A&F Software 

7.90 

6.90 

7.95 

6.99 

Bug Blaster 

Alligata 

7.95 

6.95 

7.95 

6.99 

Space Highway 

Amcom 

7.95 

6.95 

7.95 

6.99 

Twin Kingdom Valley 

Bug Byte 

9.50 

8.50 

5.95 

4.99 

Dictator 

DK'Tronics 

6.95 

5.95 

5.99 

4.99 

Vu-Calc 

Psion 

14.95 

13.50 

5.99 

4.99 

Vu-File 

Psion 

14.95 

13.50 

6.99 

5.99 

Saloon Sally 

Psion 

5.95 

4.95 

34.00 

32.50 

Dogfight 

Opus Supplies 

9.95 

8.95 

24.00 

22.99 

Amaze in Space 

Opus Supplies 

9.95 

8.95 

30.00 

30.99 

Apocalypse 

Red Shift 

9.95 

8.95 

5.95 

4.99 

Vortex 

Software Invasion 

7.95 

6.95 

7.95 

6.99 

3D Borhb Alley 

Software Invasion 

7.95 

6.95 

7.95 

6.99 

Attack on Alpha Centauri 

Software Invasion 

7.95 

6.95 

7.00 

6.00 

Gunsmoke 

Software Invasion 

7.95 

6.95 

7.00 

6.00 

Music Processor 

Quicksilva 

14.95 

13.50 

7.00 

6.00 

Beeb Art 

Quicksilva 

14.95 

13.50 

7.00 

6.00 

The Generator 

Quicksilva 

6.95 

5.95 

7.00 

6.00 

747 Flight Simulator 

Doctorsoft 

7.95 

6.95 

7.00 

6.00 

Time Traveller 

Sulis Software 

9.95 

8.95 

7.00 

6.00 

Besieged 

Sulis Software 

9.95 

8.95 

7.00 

6.00 

Jungle Maths 

Scisoft 

8.95 

7.95 

7.00 

6.00 





7.00 

6.00 

DRAGON 




7.00 

6.00 

Trace Race 

Cable 

8.75 

7.75 

7.00 

6.00 

Drone 

Cable 

8.75 

7.75 

5.50 

4.55 

Dragrunner 

Cable 

8.75 

7.75 

7.50 

6.50 

Cave Figher 

Cable 

8.75 

7.75 

7.50 

6.50 

Arcade Double Pack 

Cable 

9.99 

8.99 

7.50 

6.50 

Bonka 

J Morrison Micros 

7.95 

6.95 

7.50 

6.50 

Maurice Minor 

J. Morrison Micros 

6.95 

5.95 

5.00 

4.00 

Chess 

J. Morrison Micros 

7.95 

6.95 

5.95 

4.99 

Leggit 

Imagine 

5.50 

4.50 

14.95 

12.99 

Transylvanian Tower 

Richard Sheperd 

6.50 

5.50 

6.90 

5.99 

Ugh 

Softek 

8.95 

7.95 

6.90 

5.99 





7.95 

6.99 

ORIC 




7.95 

6.99 

Zorgons Revenge 

UK Software 

8.50 

7.50 

9.95 

8.99 

Colossal Adventure 

Level 9 

9.90 

8.90 

14.95 

13.99 

Harrier Attack 

Martech 

6.95 

5.95 

7.95 

6.99 

The Hobbit 

Melbourne House 

14.95 

13.50 

7.95 

6.99 

Two-Gun Turtle 

M.C. Lothlorian 

6.95 

5.95 



Acherons Rage 

Softek 

6.95 

5.95 

R OR 

a cm 

Adventure Double Pack 

Cable 

9.99 

8.95 


7.95 

7.95 

5.95 
5.50 


6.95 

7.95 

4.95 
4.55 


QUICK SHOT JOYSTICK @ £8.95 each or an unbelievable £16.00 per pair, suitable for Atari, 
Commodore Vic20 and 64 and Spectrum (Interface needed). 


NORMALLY 
£11.95 each 


Send orders to SAVE-IT SOFTWARE, 83 Neville Road, Luton, Beds LU3 2JG, phone in orders to Luton (0582) 595222 
For availability of any unlisted title, please phone Luton (0582) 595222 


Name 

Address 


I enclose cheque/PO forf payable to Save-lt Software or please debit my Access 
card no . 



SIGNED 
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7©s© PRINT "can't see over any w 
alis but if" 

7S9© PRINT "you find a map you c 
an use it to" 

710© PRINT "to help you escape." 
711© PRINT " CN.B, until you fi 
nd the map" 

7130 PRINT "the exit from the ma 
z e is" 

713© print ’"invisble and will no 
t be seen" 

714-0 PRINT "even if you walk pas 

t it!)" 

7is© PRINT PT 31,7;"Press any Ke 

=• ; 11 

719© PRUSE ©; GO TO 721© 

7900 GO TO 719© 

721© BEEP 0.09,10: BEEP ©.!©,-!© 
7220 CLS 

723© PRINT RT 4,5;"Here are the 
controls:-" 


724© PRINT * * 

Uo rd 

or Key F 

unction" 

725© PRINT '" 

7 

HO V 

as forwards” 
725© PRINT " 

6 

Hove 

s backwards** 
727© PRINT " 

S 

Turn 

s right** 

72S© PRINT ** 

5 

Turn 

s left** 



722© PRINT " 

map 

Show 

s map " 

7300 PRINT ** 


iff 

DU nd " 

7310 PRINT " 

help 

Give 

s a little** 



732© PRINT ** 


a d V i 


c e " 

735© PLOT 0,115: DRRU 255,0: DRR 
U ©,-9©: DRRU -255,©: DRRU 0,90: 

PLOT ©.!©©: DRRU 255,0: PLOT 12 
3., 115: DRRU ©,-9© 

7350 print rt 2 1 / ©;"Press any ke 
y and wait S© Sec" 

737© IF INKEY $ = ”" THEN BEEP ©.©5 
,INT CRND#10)+1: GO TO 737© 

733© PRINT FLRSH i;RT 21,0; M 

Please Uait 
?.^Q0 RETURN 

a©00 REH End of Game j 

3© 1© CL.S 

302© FR^XNT RT l,10;’*End of Game" 

.RT 2,1©;" ---” 

3©3© print *“" You managed to E 
5CRPE from " 

S©4© PRINT "the 3D maze." 

S©4-5 PRINT ** Do you want anothe 
r game or** 

S©50 PRINT "are you afraid'?'* 


a$ = "l 
a$ = ' 


THEN LET 
15; a $ 


3 $; 


THE 


1 ©^ 


/ : 


r m y 
HARDER* 


u give iniY/N) 

a4="y" THEN GO 

GO TO 6© 

1©: BEEP ©.5,-f: 

1,16;"Here is the 

RT 2,IB;"_ 


4-11© GO SUB 2©0© 

412© PRUSE 1©0 

413© CLS 

414© PRINT '*'' 

415© GO TO S©45 
700© REH INSTRUCTIONS 
7©1© CLS 

7©2© PRINT RT 0,10;"INSTRUCTIONS 

; RT 1,1©; -*» 

7©3© print '*" in this name mol 
must escape** 

7®4© PRINT "from the centre of * 
15 by 14 " 

7©50 print "maze;However this i* 
no ordinary** 

706© print "maze,as you move in 
real 3D." 

707© PRINT " Uhile you are in i 
he maze you" 


ve Fou 


i § ** 

BEEP 

f 
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"Type in y for Yes 


3050 PRINT 
o r N f o r No 
30T0 INPUT "Type in Y or N "* a * 
B0B0 IF a4 = »N» no 


B0B0 xf a $ =:'*N T ' OR a n 

THT '“UeLl me ' re no t a » i 
? " : STOP 

8030 Ir a $ = ' f Y ,{ OR a$ = *'y” 
2 NT " ” GOOD LUCK * * 


THEN PR 

b r a v e » ? 

THEN PR 

PAUSE 


-i 00 * £ L S - LET X=7; LET y=7: GO 
s O 3 ..j> tr- 0 

B100 GO TO 3070 

3080 REM SET UP ARRAY FOR NORTH 
30X0 DIM nilS,15} 

3020 FOR f ~ 1 TO 14. 

303O FOR n =1 TO IS 
3040 READ nin,f} 

3058 NEXT n 
3868 NEXT f 

3070 REM DRTR FOR MAZE FACING 
NORTH 

9830 DRTR 0,0,0 / 8 / 0,0 / 8,®,8 / 0 >f 0 / 

0,0,0,0, 

0 ,30 ... 0,3,0,0., 004 , 1,5 , 0 , 

0,1.. 1 , 1 , i , 1,1 , i , 1, S , © , 1, © , 1, O , 

0,1, 

&,8,1,0,±,1,7,1,1,1,7,1,7,1,0, 
0,1,0,0,1,0,1,0,0,0,1,0,1,0,0, 

0 , X / 8,8 f a / 1 f t? e I , 5 .i K* , C* f X , S ; X f Of f 

0,1,B, 1,0 f l,B,l ,©,!,©,©, 

3., I . 5 ^ © / i / 1 / 1 / 1 / 1 / 0 /l ^ 1 # 1,5 / 8 

0 0 1 ^ @ ^ 0 , © „ 0 , 0,1,0 ^ , 0 , © , 1 , © i 

0 i 0 0 .. X O 00 1 O 8,24,3,8, 

04,5 / 84.1..1.144.14/8.1,0, 
0,8, l,8,8,8,8,8,8,8,9 / 8,8,0,0 
3030 REM SET UP ARRAY FOR SOUTH 
3X00 DIM £(15,1531 
3X1© FOR f=X TO 14 
312© FOR n =1 TO 15 
3130 READ S in,f} 

314© NEXT n 
315© NEXT f 

9159 REM DRTR FOR HAZE FROTNG 
SOUTH 

3X70 DR ffi 0,0,0.8,8,8,0,9,8,04^ 
©,0,8,8, 

0,1,9,1,8,0,1,0,0,04,1,1,1 ) 0 / 
0,3,1,7,1,1,7,14 4 ,0,1,0,14, 

9.1, ©4,8,0,0,0,0,l,0,l,0;i4 

0,3,1,0,1,1,1,1,1,7,1,7,1,24/ 

0, 1,0,0, X ,0,1,0,0,0,1,0,1,0,0, 

8 4 4,0,34,6444,34,644. 
g ,1,B,B,1,0,1 , 844/l,84!.8.e/ 
3,o,14,5,l,7,l,24,54.>7/l/8. 

® /®/l/0/0,8,84/l,8,84/84,0 V 

0 .. 1 , 0 , X , © , © ^ , 1 , e , © , 3,1 ^ 24 © , 

3o.S0 REM SET UP ARRAY FOR ERST 


313© DJM S(15,15) 

928S FOR f~l TO 14 
9213 FOR n =1 TO 15 
322© READ e (n,f} 

3330 NEXT n 
3240 NEXT f 

325© REM DRTR FOR HAZE FACTNG 
ERST 

9268 DRTR 0,0,0,0,0,0,0,0,0,0,0, 

0 , 0 ,©,©, 

0,1,0, 144444444,, 1,44/ 

1 .• 1, 3 , 1 < 1 ,■ w , 1,1,44/1/8/1/3/ 
34 44/0/3/844444444, 
8,1,94/1,1,2,1,1,3,2,3,1.5,0, 
344/8/1.44/3/3/8/i4T4 4, 
044/8/1/1,64,444,1,6,94, 

0,1,0,0, X 4/l/3/144.4'44,8, 

© , X , 44/1/1/34/7,0/1/1/3,4,8, 

© / 3/ l/ 8/ 8/04/3/l,0/8 ! 0444\ 

«* t ■*■» -* © j- 1 - * , x, x, s, i, x, , e, i, ©; 

•«,4/844,84/3/14/8,14/74, 
^4/^/3/i4/l/1.34 4,5,8,l,0; 

§ .< 2 -* ® ^ 521 / © / © / £» .,©, ©, ©, 0 0 x 0 , © 0 

3270 REM SET UP ARRAY FOR WEST 

9280 DIH W < 15 , IFt 

3230 FOR f si tO 12 

930© FOR n =1 TO 15 

331© READ u* Cn ^ f ) 

332© NEXT n 
•S3 3© NEXT f 

4 2 4,0 DRTR FOR HA 7?= 


FACING 
,0,0,0 , © , 


3350 DRTR 0 , 

0 * 0 >s 0,0 , 

8 4 4444/1/8,844,5,144, 
3,74,2,14/24/1/1/8,14,1.0, 
0,14/0/0,0,044 4.04 4 4,8, 
©,7,1/8,54/3,1,1,24,2,344, 
©x .. © , © „ x , © ^ i ^ © / © / © ^ x ; i , ©; © , 
84/ 84,74/8,14/8/74/6/1/8/ 
0 , 144,1444444444,0, 
0,4»,X] c 0^4-.l,2,X,X,©,4- J ,X / 2,i,0, 
0 , 0 , 1 , 0 , 0 , 0 , 0 , 0 , 1 , 0 , 0 , 0 , 0 , 1 , 0 , 
8,5,14/544/1/64,1,1 ,8,1,8, 
3,14/0.4/0/0/0/1/8/0.7444; 
8,4.,14/4.,1/1/1/24,1,1,8,14, 

©,©, ©, ©, ©, ©, © # ©, ©, 0 , ©© 

9350 LET d $= NO r th ** 

937© REM d$=Direction of man 
9380 LET Z=B: ELRSH ©; CLS 
9338 LET X =7 : LET y =7 : LET til =1 
94.0© LET t =0 
94- X© GO TO 101© 
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MR CHIP SOFTWARE 


SPECTRUM 

GAMES 

SPECTRUM DARTS (48K) 

Five games of darts for 1-5 players, 501, Cricket, Killer, 
Round the board. Noughts and Crosses, four levels of play 
per game, take on the computer or friends at these games 
of skill and judgement . £5.50 

WH££LER DEALER (48K) 

A game for two to twenty players, become a tycoon of the 
motor trade, you must obtain gearboxes, tyres and engines 
to produce cars for sale. Form syndicates, buy and ex¬ 
change parts, buy dealerships, but be careful, you may 
become bankrupt and have to liquidate, find out what you 
are made of, have you got what it takes to become a 
WH££LER DEALER .£5.50 

VIC 20 GAMES 
AND UTILITIES 

JACKPOT 

This is it, the ultimate Fruit Machine for the VIC with 
nudge, hold and respin 100% machine code. “Overall 
Jackpot is a beautifully written simulation giving superb 
graphics, animation and use of colour. In fact, this pro¬ 
gram makes Commodore’s Fruit Machine cartridge look 
unbelievably cheap and nasty.” Home Computing Weekly 
No. 20 19/7/83 . £5.50 

KWAZY KWAKS 

Accuracy and speed are required for this Shooting Gal¬ 
lery, superb use of colour and graphics in this new and 
challenging game from the author of Jackpot. 100% 
machine code, joystick or keyboard control £5.50 

PACMANIA 

Choose your own game from the following options — 
difficulty 1-3, speed 1-3, size of maze 1-3, visible or 
invisible maze, still or moving power pills, define your own 
key controls, any combination, if this is your type of game, 
then this is the one for you, for the 3K expand. VIC £5.50 

MINI-ROULETTE — PONTOON — HI-LOW 

Three great games of chance for the VIC, try to beat the 
computer, hours of fun, full colour, sound effects and 
tunes .£5.50 



COMMODORE 
64 GAMES AND 
UTILITIES 

JACKPOT 64: At last its here, specially written for the 64, 
by the author of “JACKPOT” the ultimate Fruit Machine 

program for the VIC . £5.50 

(available from 1st Nov.) 


WESTMINSTER 

A game for up to four players, can you lead the party of 
your choice and win the general election, you tour the 60 
constituencies (seats) buying votes, when you can, (just 
like the real thing), this must be one of the first board type 
games specifically written for the computer. Why play on 
your own, have fun with your family and friends playing 
WESTMINSTER .£5.50 


RED ALERT: A game for 1-4 players, with sound and 
graphics, make money in casinos, commit robbery, hide 
from the police, hire secret agents, (some of whom can be 
treacherous), negotiate for weapons, find and attack the 
secret rocket base to launch the missile, and watch the 
havoc and destruction caused. There’s no turning back 


from "RED ALERT” (available from 1st Nov) . . . £5.50 

WH££LER DEALER: As for the Spectrum, but now 
available for the Commodore 64.£5.50 


LUNAR RESCUE 

Our new version, avoid the asteroid belt, to rescue the 
stranded scientists, then fight your way back to the mother 
ship, fast reactions are required to safely land and dock 
your lunar module.£5.50 


CHIPMON: Contains a one- or two-pass Assembler, 
Disassembler and Monitor. A programming aid for the 
development of machine code programs and routines on 
the CBM 64. £12.50 


Other software available for the VIC and Commodore 64, 
send large S.A.E. for free colour brochure, including 
RABBIT SOFTWARE at £5.00 each. 


Send Cheques/PO’s to: 

MR. CHIP SOFTWARE 

Dept CVG, 1 NEVILLE PLACE, 
LLANDUDNO, 

GWYNEDD LL30 3BL. Tel: 0492 49747 

Wanted: High quality software, 
of all types, for export and UK distribution 
All programs now available on disc please allow 
£2.50 extra. 

DEALER ENQUIRIES WELCOME 
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MORE THAN 
ALOAD OF BALLS 


The pink's teetering on the edge of the pocket, the red's 
partially blocked, and now it's make or break. 

Do you add a touch of spin or do you play safe? 

Do you try for the trick shot or go for the snooker? 

Visions Snooker brings all the excitement and all the tension 
of big time tournaments to your TV set. 
an advanced programme written by a 19 year old undergraduate 
at Queens College Cambridge, it makes Pot Black look like a 

load of old balls. 

Visions Snooker. It's an exciting test of your skills on the 
cue. And it's yet another great game from Visions. 

The ultimate name in video games. 

ZX SPECTRUM/BBC MODEL B & ELECTRON ZX SPECTRUM ZX SPECTRUM 

VIC-20 3K/C0MM0D0RE 64 


FANS PLEASE NOTE! ALSO AVAILABLE MAIL ORDER 
FROM VISIONS (SOFTWARE FACTORY) LTD 
1 FELGATE MEWS, STUDLAND STREET, LONDON W6 

01-7487478 


SNOOKER VS-034/4 

£8.95 


SHEER PANIC VS-02-16 PITMAN SEVEN VS-01-48 

£5.95 £6.95 
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PETTIGREWS DIARY £7.95 

(Dragon/BBC “B” in February) 

“I have nothing but praise for this 
unorthodox adventure. It utilises the 
graphics of the Dragon well, has plenty 
of tunes and is well error trapped” 
Micro Adventurer 

EMPIRE £6.95 

(Dragon/BBC “B”) 

“This is a terrific game . . . highly 
addictive” 

Home Computing Weekly 

“An extremely good game . . . highly 
recommended” 

Personal Computer News 

“The ideal game as the winter nights 
draw in” 

Popular Computing Weekly 


AVAILABLE FROM BOOTS AND 
ALL GOOD SOFTWARE 
STOCKISTS OR DIRECT, 
ENCLOSING A CHEQUE/P.O. TO 
SHARDS SOFTWARE 
189 ETON ROAD, 

ILFORD, 

ESSEX IG1 2UR. 


A great line up of 17NEW titles... 
direct from CANADA 

FOR ZX81, SPECTRUM, VIC 20, C64, ATARI! 

Just run your eyes over these new titles now available through “SOFTCHOICE 
LTD” the U.K subsidiary of the well-known Canadian Software House 
HOWARD GLADSTONE ELECTRONICS INC. Purchase with confidence 
superb EDUCATIONAL, UTILITY and GAMES SOFTWARE! 


EXCITING 
NEW GAMES 
FOR FAMILY 
FUN AND 
LEARNING 
FOR ZX81 
and 

SPECTRUM 



SIGNALS & CODE 

See and hear the 
letters and numbers 
in order! On demand, 
randomly, in 
messages, in score 
tests! For ZX81. 
Cassette £4.95 



Mmm 


ADDING MACHINE 

Additional facts for 
ages 5-9 yrs. 

For Spectrum. 
Cassette £6.95 



WRATH OF KONG 

Only great agility and 
cunning will outwit 
Kong - Climb quickly 
or Jane will perish! 
For ZX81 & 
Spectrum. 

Cassette £5.95 



TAKE AWAY ZOO 

Subtraction facts for 


ages 5-9 yrs. 
For Spectrum. 
Cassette £6.95 



SPEED SNAKE 

Slither around mazes. 
10 different mazes to 
challenge your skill! 
Deadly! 

For ZX81. 

Cassette £4.95 



TINY LOGO 

The key to 
understanding and 
learning real 
computer 
programming! 

For ZX81. 

Cassette £5.95 



MR MUNCHEE 

Race through 3 
mazes, avoid the 
Trolls! Exciting action 
with graphics! 

For ZX81. 

Cassette £4.95 



SOFTCHOICE LTD. 

52 PLATTS LANE, LONDON NW3 7NT. 
TEL: (01) 431 2494. TELEX: 923753 


CHILDRENS’ & HOME EDUCATIONAL GAMES for the 
VIC 20, COMMODORE 64, ATARI 400/800 
DISKS Only, at £14.95 each inch 


mm* 



MATCH UP 

These high interest 


THE ALPHABET 
FACTORY 

Two arcade-style games make learning each designed to 

games that teach to read fun! increase a child's 

children the alphabet! Ages 3-10 years. reading vocabulary! 
Ages 3-8 years. Ages 3-10 years. 



THE WORD BIRD TIME ZONE 

Three different games Two activity games 
that develop the 
needed language 
skills for successful 
reading! 

Ages 3-10 years. 


GREAT UTILITY AND BUSINESS SOFTWARE 
for ZX81, SPECTRUM, VIC 20, COMMODORE 64, 
ATARI 


ggjggggg 


BRIDGE 

For all the family. 
Sharpen your skills 
with the computer’s 
bidding! 

Cassette £9.50 



i ® 

j 

1 /__ 





FASTWORD 

Fast, versatile and 
complete word processing 
package by Dr Pearson. 
For ZX81. 

Cassette £7.50 


FASTLOAD DIET CALC-PRO GRAPH-IT 

Learn any Gain control over A great tool for home An easy to use tool 

programme up to 6 your eating or business! to produce 

times faster than patterns. By Dr M. For VIC 20, C64, Atari. graphical displays, 

normal! By Dr G. Minsky. Cassette £9.50 + Disk For VIC 20, Atari. 

Pearson. ForZX81& £14.95 Cassette £9.50 

ForZX81. Spectrum. 

Cassette £7.50 Cassette £5.95 


HOW TO ORDER. BY TELEPHONE (01) 431 2494 

If you are a Barclaycard or Access holder please 
telephone and give your Card No., Name, Address 
and item required for immediate despatch. 


BY POST. To purchase any of the items listed above, 
simply fill in the coupon below, write your Name, 
Address, enclose your cheque or PO. made 
payable to: SOFTCHOICE LTD and post to us. 


r 3 ost to: SOFTCHOICE LTD. 

52 PLATTS LANE, LONDON NW3 7NT 

I Please send me the following items: 

. (Use separate sheet if space allocated hot sufficient) 

NO. TOTAL 

| REQ. TITLE COST 

I £ 

£ 

I £ 

I £ 


I enclose my cheque/P.O. for £ 


I prefer to pay by ACCESS/BARCLAYCARD 
(Delete which ever is not applicable) 

Card No. 

Signature 
Name • 

Address 


I Card holders’ address must be the same as coupon. 

|_ 
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\ k; pR X NT05+160 , " T.PRQSPEL'T HR i: " 

l p P!....hY " T502FFDGGGDFDGFDDDDF G D F G ED " '• GLy 
20 PPIHT08+-160, "FR3T OR SLOW?*' 

30 fi$=IHKEY$ ■■ IF "THEN 30 

58 Ip' THEN POKE&HFFD6..0 ELSE P0KE&HFFD70 _ _ , F o PM+ i -sniilTH 

60 DPRW " BM195,48C3D3NF5G2D3C1BM195,50F2G2BM.0.2H2U3BH5U, 

F S C DRflU"C3EH150,50D™G3F2C.3C 1 ®m50,35U3HG2R2C3m50,100D5NDSRlF3G2En-l,-SClU.,Nt3D 

c ; n n T H p>:' 0. 2.3 > . C< 0,23 >, IX 0 , 23 >.. bS . 0.. 23 

c,0 f:,FT1 86, 48 >-< 205,58 >, B, G GET 1 '. 41,20 >~< 60.. 48 >, C , U 

1 00 ' get.' 14050 >-< 159, 60 >, D, G = GET< 40, .1.00 >-< 59., 11« > 

1 20 G»97 : H=217 : I = 160 : M* 15 . t =230 : M* 148 : B--0 : VV==0 
I CL3 : PRIHT'07 + 32, "HOW GET THE GULL'! " 

140 PLOY " T402RBDFEGF " 7*r.3U6NR4U4R4D 10BM71173D2L4U1 0R4D 

| SH PRRM" BM55 . 160640 18Pot*U lotiL-• UL,'.1 L-hl- i • t ' >. .« J-» - ■ 

1 FFi^DPRll^BM t^0 ^128C4R14SU33L. 18D20L111U20L15D32EM12S. 36C3R106PH. 1'36D1R .03" 

lSfi' DRRl'l"EM95.. S4C4R145U32L15D30L115U20L25D10R10E22BM113.33C3R110D1L11CU1" 
j. 80,55 >, 4,4 

190 FOR R-32 TO 160 STEP • 1 -5 

E:00 LI NEC B, R >*< B+3.. R + 15 •', PSfc. T , BF” : HE:./, r 

210 IF B :;: "35 RND R 120 THEM 230 

2 ;2 0 B - 8 5 : G 0 T 0 19 0 
230 B : -"95 

>40 pnp R~~96 TO 160 STEP 10 

258 COLOR 4 : LI.NE< B, fl >-< B+15, R+10 >, PSE t.. B '■ HEX I 
260 E-240 '• FOR R=32 TO 102 STEP 10 
270 IF fi< >102 THEN 250 

i‘30 DRRW " BM25 .■ ^70C4 NR2NL2D3L5U7R5D2BM29.. 173U7R4D7L4BM36173NR4U7BM41 , 173U7R2F105 
300 fl*»IHKEY*-- IF «#*"” THEN 300 

S pPry "'tSOSDPSOOPSOFPSOFPSOEDECP 180CEDP10001RB02DC 


Fortune seekers can strike it rich with the return of the Californian gold rush. Can you be the first gold 

prospector to reach the fabled pot of gold? 

You’ll have to be tough to survive in the deserted mine workings. The ladders are old and rotten and if 
you lose your footing, the acid pools at the bottom of the shaft are just waiting to swallow you up. The 
only way to reach the hidden gold is via the treacherous old conveyor belts which through years of disuse 
have become riddled with holes. Your only chance to reach your waiting fortune is to run over the 

platforms and jump the moving holes. 

Get ready for the adventure of a lifetime, and don’t forget to bring your shovel! 
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CentreSoft only sell the best! Whilst we’re searching the World for 
excitement—we don’t forget our own back-garden. Shown below is a 
colourful crop of British Software. Home Grown for Great British Fun! 

You can buy with total confidence from any of the CentreSoft 
retailers below, because we guarantee replacement—free of charge — 
on any faulty media. 

If you haven’t bought yourown Home Computer System yet, 
all of the retailers shown carry a big choice of 
Hard ware. Why not cal I i n, for a q uote, 
and a ‘hands on’ test run? 






-r~ R°BIN 

To THE rescue 

Com 64 





























Where to find your CentreSoft stockist: 


iomputer Plus 

Church Lane, Banbury, Ox 
0295) 55890. 
ialisto Computers 
19John BrightStrdet, Birmijngham. 
021) 632 6458. 

0T Electronics__ X _ 

The Sp<j>t, Derby. (0332) 360456. 
lordon Harwood 
9-71 High Street, Alfretoh, 
erbyshire. (0773) 832078. 


ays Hi-ri 

Churchgate, Leicester. 

-mm 


danger Electronics 

272A Long Lane, Halesowen, 
West Midlands. 021-422 9707. 


Vista Vipeo 

!>0 Friar Lane, Nottingham 
NG1 6DQ. (0602) 418400. 

! : oxs Computer Centre 


38-40 Upper Parliament Street, 
Nottingham. (0602) 410926. 

Software S hop 

JpO Hurst Street, B'irminghanr 


021 -622 3289 

> 3 Marke t Way, G wen try, 

283^2 



DEALERS! for information on how to become a Cent re Soft stockist: Write to- 

CentreSoft Ltd., CentreSoft House, Unit 24, Tipton Trading Estate, 
Bloomfield Road, Tipton, Weit Midlands DY4 9AH TttL: 021-520 7591 

































































































QUASAR' 

AVENGER 

MOWER 

MANIA 

ALTAIR 4 


A 3D EXPERIENCE YOU WILL NEVER 
FORGET. BEST YET FOR CBM64. £5.99 


A GAME THAT COMBINES SKILL 
AND A STEADY NERVE. £5.99 


WILL YOU GET RICH QUICK OR 
FINISH UP IN DEBT. £5.99 


AN ADDICTIVE ADVENTURE. CAN 
YOU FIND OUT WHAT YOU NEED 
TO REPAIR YOUR SHIP AND 
RETURN HOME? £7.50 O 


All games available by post, good software shops and 
selected branches of W.H.Smith. 

BUSINESS CENTRE, CLAUGHTON RD., BIRKENHEAD, 
MERSEYSIDE. 

051 -647 861 6 Dealer Enquiries: ROY BUTLER 































340 
I 350 
360 
370 
I 380 
390 
I 408 
410 
420 
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I 440 
458 
I 460 
478 
436 
I 490 
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510 
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53© 

I 548 
559 
j 560 
I 570 
580 
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630 
1 648 

; 60 
I » : .50 
1 660 

I 670 
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| 690 
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7.10 
720 
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780 
790 
300 
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- 828 
830 

I 840 
850 
860 
I 870 
380 
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930 
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S0:GOTO 590 
;GOTO 590 


--- 

RHODE 3,1'SCREEN 1,0:COLOR 1. 

pop F-7: TO H STEP 15 „ 

IF l *114 FIND M> 148 THEN GOSUB 390:M*148:L*1W*:F= 

IF L=-2 18 FIND f'1<86 THEN GOSUB 390 : M*84 : L*24 ? ■ : 

IF l..<85 THEM 700 ELSE 400 

r ni OR 2 : L1 NEC L.H >-C L+19, M+10 >, PSET, BE : RE T URN 
COLOR 2:LINECF,I>-<F+W,I+2>,PStr,BF 
.l=.TOVSTK< 0 > : K«JOY.STKC 1 ■> 

IF L>230 FIND J>40 THEM 530 „_, ri 

I F l<28 THEM L.~L.4 ELSE IF J >40 THEN L~~L+4 • GO U 

H--H+1 IF N»2 THEN 460 .__ 

f>ij |. |. m >.< L.+19, M+10 >.. BPSET : GO I U 5oU 

: Rl IK I . M >.L+19.. M+10 >, C, PSET : GO i 0 5H0 

N--Ht 1 IF N=2 THEN 490 .. .... 

PUT < L . I‘1 >■;-< !.... «■ 19.M't 10 > .< 0- - PSET • GU r U 5O0 

H-0 ■■ F'U'K L, !‘1 >.L +-1 9 , M+10 > .• £PSET 

PL.RV " T25501R " 

If p«=l THEN 538 

IF PRO IHTC 3, M■+■ 13 > as 2 THEN 940 

COLOR 3 '• L X HE 1 -. F, X ■'.< F+W, X + 2 >, P3b r , BF" 

X F F+3 >H THE 14 ~F«G 

0«PEEK<65280>^IF 0*126 OR 0*254 THEN 570 ELSE NEXT 

Rsr. 1 . GOSUB 390 : M 5:u: H.4 ; HEKT 

r" 1 0 GOSUB 390 M-M +-4 : NEXT 

ORFil'l» r iBH" +STR$< I -7 >+ " ." +STR*C M 2 >+ "R15D 10HD3L15U10 " ;51'"r y 

■j r " oo ‘"then H~? 17 T *96 M=83 : G* 112: W* 10 : GO- , CC+100 : GU F U 300 
!k THCN .L.Z2O-.H.202: 1-32 :M>2e CCCCHM U JW 

DRRW"C4BI-r‘+STR*fL l >+"<.+STR®<M>+ ,, D£ClHD4L2U4D4R4D£EH-3,+^'-4LlD..:U^|...:.l. 


•' +STRSSX ri >+ " C4D2C1 ND4R2U4D4 l 4D2BN+3, +2C4R1D2U2 


. PSETBE 


V*0: DRRW ,, BM"+STR*C L 
PLFlY " T25503F1" 
for DP--0 TO 500 : NEXT 
COLOR 2 : LI NEC L~3, M-2 >~C L+8, M+11 

GO TTI 600 ., T 

IF fi< >20 THEN GOSUB 390: GOTO 960 ELSE H*39: E~* 
for F=5 TO ©6 STEP 13.5 

IF F*86 THEN F*5 _ . __ __ 

COLOR 3 : L. I NEC F , Fl >■-C F +10, H+a f , F *.-• I , EF 
F'L.FlY " T255HGR " 

IF V>0 THEN 780 
O-PEEKC 65280 > '• IF 0= 

GOSUB 390:L-L--20 
V•V +1:GOSUB 390 
H- M t'4 ■ PUTC L . M X L+19, M+18 


GOTO 6 
L3D5 " 


;CC=CC+100 


126 OR 0*254 THEN 770 ELSE 820 


,B,PSET 

FIND PRO I NIC L+10M+12 X >3 THEN 856 
FIND PRO I H I " L+10 . M+12 >*3 THEN CC- CC+50 : GOTO 830 

.few^amwiitmfEiirasTo «• 

T2550tfi" :v®0 : B~1I:R=fl+44:GOTO 710 

ELSE IF L<40 THEN 


IF y*B 

IF -V=B 
COLOR 
IF M> 

PLRY"T2550Ifi":V 

IF L=64 THEN K=0 ELSE.IF L«44 THEN K*1 

COLOR 2 : LI NEC L, M >.C L.+19, M+10 >, PSET, BE 

L*L+K : M-M+4 : PUTC L, M >■< L.+19, M+10 >, B, F'SET 
IF M> 150 AND L..<30 THEN 990 
IF M>I50 THEN 900 ELSE 860 
GOSUB 390 

CIRCL.EC 80, 140 3, 1 PLRY"T25503R" ; CIRCLEC 80, 140 >, 3, 2 

CIRCLEC 70, 150 >, 4, 1 : PLFlY " T25503G " CIRCLEC 70, 150 >, 4, 2 
SOUND 255,20:GOTO 960 
GOSUB 390 

COLOR 3 : LI NEC 112,160 >~< 244, 162 >, PSET, BE 
VB*VB+1:IF VB=5 THEN CLS0 = PRINT87+32,"YOUR SCORE IS 
T : RUN 

970 L*230:M=148 
GOTO 320 

Hp=l2Z;E=i.'.,' ->.PSET,B 


K*4 


1*160:W*15:V*0 



TWlk'i .C 256-H, 192-B 

IF R*1 THEN 1050 


A*A-1:B=B-.75 
VV--VV + 1.2: SOUND VV, 1 
GOTO 1000 

PLRY"T1001L4FFFGEDFFFDDEARC0BBPFEGDFEBBBBDFDFD' 
CLS1 : PR I NT® 1+96, “DO YOU THINK YOU DO IT RGB IN'?" 
FOR 22* 1 TO 2008 :. NEXT 
V-0:PCLS:GOTO 120 


.Li, FOR R*0 TO 2000.; NES" 


Variables 

L+M = Man's position 
CC = Score 

F+ I = Position of holes 
VB = Number of lives 
W = Length of holes 
F + A = Position of 
platforms 
J = Right joystick's 
position 
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Light on the 

HORIZON 


One of the most exciting events since 
the introduction of the home computer 
will be the arrival of laser disc video 
systems which you can plug into your 
micro. 

You’ll be able to play games with 
graphics you’ve imagined only in your 
wildest dreams. But before you rush out 
to buy a laser disc player, read on and 
take note. 

I saw my first demonstration of a 
video disc player eight 
years ago — and was 
shown a disc made from a 
material similar to cel¬ 
lophane and as thin as 
paper. 

It was pointed out that 
people would be able to 
type on these discs, stick 
stamps on them and mail 
them through the post and 
they would still play when 
they came through the let¬ 
terbox! You could simply 
wash off the ink and 
stamp and stick them on 
your disc player! A great 
idea — but it doesn’t exist 
in a viable form today. 

What does exist is the rigid disc — 
the type you’ll see in most video stores 
and which are used in the arcade laser 
games. The picture quality on these 
discs is amazing and finding your 
favourite bit of film is easy as the picture 
remains perfectly stable on the screen, 
even when you are searching at ex¬ 
tremely high speeds. 

But eight years ago it seemed that no 
company wanted to sell laser machines 
for industrial purposes and the domes¬ 
tic consumer wasn’t — and still isn’t — 
interested in buying a player for the 
home as you cannot record on a laser¬ 
disc. 

All that could change thanks to a 
development which enables you to con¬ 
nect a special laser player to a micro 
and to some form of viewdata system — 
such as the Prestel service from British 
Telecom. 


unit, microprocessor, teletext generator 
and encoder and touch sensitive TV 
screens, so you don’t even need 
keyboards or joysticks. IBM have taken 
this and coupled it with their new IBM 
personal computer with special ap¬ 
plications for industrial use. 

But what difference will all this make 
to the average computer games player? 
Well, at the moment not a great deal — 
but the future beckons! Right now a 


complete system would probably set 
you back about £2,500 — far out of the 
reach of most home computer games 
players. And at the moment there is 
hardly any software to support such a 
unit. 

But these systems will find their way 
into the arcades which will have ob¬ 
vious benefits for the games player — 
and the arcade owner. From the gam¬ 
er’s point of view, you are now able to 
play games that use ‘real’ picture in¬ 
formation recorded on conventional 
film and video cameras and not compu¬ 
ter generated graphics. Dragon’s Lair ; 
perhaps the most well known of the 
new laser arcade games, uses conven¬ 
tional animation techniques to provide 
full cartoon animation with real sound 
effects and voices. 

The principle behind Dragon’s Lair is 
really quite simple. There is a complete 
animation sequence which will play 
through unhindered, provided the 
player makes the correct choices using 
the machine’s controls at appropriate 
intervals as the story of Dirk the Daring 


unfolds. 

If the player makes a wrong choice 
— or one that the machine’s memory 
has been told is wrong — an alternative 
piece of animation is shown depicting 
the instant demise of our hero Dirk in 
true Tom and Jerry fashion! 

Although the player thinks he is con¬ 
trolling Dirk’s destiny, in reality all he is 
really trying to do is guess the secret 
combination that will keep the anima¬ 
tion running. 

Other laser games use 
film footage of a land¬ 
scape and superimpose 
computer-generated 
graphics of missiles or 
enemy spacecraft — as in 
Astron Belt and Interstel¬ 
lar — and a fairly simple 
game becomes visually 
very exciting. 

Home computer games 
players will get the laser 
treatment once viewdata 
links are established and 
in full use. 

Already systems like 
Micronet provide subscri¬ 
bers, who have Prestel and appropriate 
computer hardware, with the ability to 
download programs over a telephone 
line. 

For laser disc systems, supporting 
computer software can be available 
from three sources. Firstly, a program 
could be encoded onto the beginning of 
the laser disc and loaded automatically 
into the computer when the disc is in the 
player. Secondly, the computer soft¬ 
ware could be supplied in conventional 
form — like floppy discs, cassettes and 
cartridges. Thirdly, the software could 
be called down from Prestel. 

A system which gets its software from 
Prestel has other advantages too. The 
games could be altered slightly every 
day — so just when you think you’ve 
beaten a game, you’ll discover the next 
day that new challenges have been 
added! This could extend the active life 
of games and prove invaluable in in¬ 
teractive Adventures. 

This would also be highly attractive to 
arcade owners who can only afford to 
get hold of exciting games if the cus- 


This month Philips are launching a 
complete system 
which can include a 
special laser disc 





Laser-disc games are revolutionising 
the arcade scene with a stunning 
combination of cartoon-style 
animation and computer graphics. And 
soon the laser disc could be doing the 
same for computer games! We asked 
video expert Andrew Earle to take a 
look at the shape of games to come — 
and the future looks very exciting! 





























tomer keeps putting the money in. 
Nothing worries an arcade owner more 
than watching players monopolise a 
machine for a whole evening on just 20p 
to prove to their friends that they can 
reach six-digit scores! 

Another advantage stemming from 
the Prestel-style systems is that daily 
average scores could be collated via 
the telephone lines, so the programmer 
or software company could see just how 
much they need to adjust the program 
to ensure that the games player finds it 
continually challenging — and the pro¬ 
grammer doesn’t lose money! 

There are two additional twists in the 
laser disc tale that make the future even 
more exciting. The first is that Sony 
have succeeded in developing a laser 
system that can record as well as play 
back. At £20,000 it’s probably slightly 
out of your price range at present and it 
won’t be appearing in arcades for a 
while yet. But give it time. All things 
electronic get simpler and cheaper. 

The second twist is the development 
of cable TV. With this it would be 
possible to record the visual part of 
your game overnight from your cable 
service and then load the computer 
software from Prestel. The following 
morning you’ll wake up to a brand new 
video game with the most unbelievable 
graphics. 

Because the system is amazingly in¬ 
teractive, we can imagine a version of 
C&VGs Seventh Empire available on 
Prestel and cable where you could see 
Kenneth Kendall giving an up-to-date 
news report on the current state of the 
Empire day by day — and you’d be 
playing 1,000s of other gamers. 

The laser disc has already revolution¬ 
ised the arcade game — where compu¬ 
ter graphics are rapidly becoming a 
thing of the past — despite the con¬ 
siderable cost of the new laser 
machines. And ColecoVision, the home 
video games people, have announced a 
deal with the company who brought out 
one of the first laser arcade games — 
Dragon’s Lair. Coleco are apparently 
working on a laser disc attachment for 
their video game system — and Dra¬ 
gon’s Lair will be the first game on it. 

Laser disc software manufacturers 
are already considering selling discs 
for home use, so you could get arcade 
style games to run on your specially 
adapted computer — or home video 
centre! 

The video disc player is a complex 
bit of machinery. It incorporates preci¬ 
sion optics, a microprocessor system 
and laser technology to read informa¬ 
tion from the disc as it spins at 1,800 
revolutions per minute. 

The disc itself is plastic coated metal¬ 
lized material and, like an audio disc, is 
encoded with information in the form 
of a series of bumps and pits within 
a spiral track. Each image you 
see on the screen requires one 

|||i|i|||||||||>|||||||||>r iiiiiniiiiiiiiiiiiiiiii^ 


complete revolution of the disc as it 
passes beneath the laser beam which 
reads the disc. Each side of one of these 
discs can store up to 54,000 individual 
pictures on the tracks. 

Discs used in arcade machines are 
one-sided — unlike discs for domestic 
players — and have an aluminium back¬ 
ing plate to prevent warping. The actual 
laser in the machines is a helium-neon 
design and produces a narrow beam of 
red light which reads the disc and — 
after passing through a complex optical 
process — is converted into electrical 
signals which are then processed by 
electrical circuits in the machine. 

Rumours abound about the new laser 
games about to hit the arcades — a 
science fiction special effects company 
in the States are apparently working on 
a special 3D process for forthcoming 
discs. 

Victor Penman, the man who watched 
over the creation of Dragon’s Lair reck¬ 
ons that the next generation of games 
will involve other senses — enhanced 
by the laser animations. So maybe in a 
couple of years you’ll be able to smell 
those evil aliens coming at you across 
the stars and feel the icy grip of their 
tentacles! 


Maybe programmers will have to 
learn to use film cameras or become 
animation experts instead of simply 
brushing up on their computer lan¬ 
guage! 

The laser disc will open up whole 
new possibilities for those of you who 
enjoy playing interactive games — 
Dungeons and Dragons with amazing 
3D animated monsters and weird land¬ 
scapes; Adventure games with real life 
locations filmed on disc. The possibili¬ 
ties seem endless. 

It seems that simple computer-gener¬ 
ated graphics could soon be a thing of 
the past. 

Multi-screen games with incredible 
graphics and the facility for several 
players to take part at once are glim¬ 
mering on the games horizon — not just 
in the arcades either! 

Believe us, the laser disc is going to 
revolutionise games playing at home 
and in the arcade in the months # to 
come. 

Dragon’s Lair is just the beginning 
of what looks like becoming a major 
new section of the games 
industry. The future cer¬ 
tainly looks exciting! 
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13 

14 
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16 

17 
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*17,248,207,33,88„208„1,4,0,237,176,33,128,208,17,88 
237 s 176 1,36 i, 0, 35, 1 9, 11, 120, 17'>, 3*, 249, 19* ,li,l 
, 24!:) , 2fe»/, 1 /, 232, 209,1,4,0, 237, 176, 201 


L>h i A 1 / , 24a , 20 /, , 02,200, 1,4,0, 237, 176, 33. 122, 208, 17,85 

^ATA4,0,237, 176, 1,36,, 0, 35, 19, 11,120„ 177, 32,249, 193, 176 „ 
DAIA248,207,17,226,209,1,4,0,237,176,201 ' 

HEM T l- T T -f T T T T t- T 
REM M/C FOR ADDRESS 50000+ 

REM 
DATA 
DAT A 4 
DATA 

REM T f r f t t- t r t t r 
REM M/C FOR ADDRESS 51000+ 

REM 

DATA17,248„207,33,94,208,1,4,0,237,176,33, 134,208,1 7 „94 
DATA4,0j237*176,1,36,0,35,19,11,120,177,32,249,193,11,1 
UAIA33,248,2D/,1/,238,209,1,4„0,237,,176,201 
Rbll 

FORA--50000T'050053s READSs PQKEA, Bs NEXTA 
FORA=51000TO51053:READS sPQKEA,B:NEX TA 
FORA-=52000TO52053s READBs PQKEA, B; NEXTA 
LIMIT49999 
REM DATA FOR REELS 

DATA####,i *$**, /%%%, ****■„ ££££, «***, ####, n 


,208,1 
78,177, 


12, 

/-J 


* •■•.:.08 , . 1 . 
20,177 


12 , 


q J. •• / , ,u_ , 


, 1 , 

20, 177,. 


12 , 


0., 197, 1 

234,33 


0,197,1 
234 


234 97 ’ 1 


All your hopes are riding 
on your last ten pence. 
Your mouth is dry as you 
pull the lever, praying 
that Lady Luck will smile 
on the spinning wheels 
and give you the break 
you've been looking for 
all day. The reels click 
into position — oh no, 
you've lost again! Better 
luck next time. 

C&VG have come up 
with a slightly cheaper 
solution for fruit machine 
addicts whose pockets 
have become permanent¬ 
ly empty. 

Slot machine is a game 
that simulates the arcade 
gambling machines and 
is such an accurate copy 
that it will relieve even 
the most hardened fruit 
machine addict of his 
craving to fill the metal 
monsters with money. No 
more feverish searches 
for lOps! 

Program Notes 

Lines 32-48 display the reels 

on screen 

Lines 80-270 main program 
segment 

Lines 500-800 win routine 
Lines 1000-1050 nudge routine 
Lines 2000-2740 holcTroutine 
Lines 5000- instructions 


Variables 



» A = General input number 
§> A$ = General input (Get A$) 

1 A$0 - Reel characters in order 
§ B$() = Reel characters 

2 randomised 

| X,Y,Z = Peek number of 
| winning position 
1 V= Number of nudges. 


34 REM 

35 REM STRING ( A*(11) } TO HOLD DATA 

36 DIMA*(10) s FOEA=0TQ10!READA*(A)sNEXTA 

37 REM RANDOM POSITIONING OF REELS 

38 PR I NT " E " s FORO0TO2 

39 DIMB*(10) 

4 0 F 0 R A == 0 T 010 s B * (A) = A * (A) s N E X T A 

41 FORA™1 TO20;X=INT(11*RND<1) ) 

42 Y~INT(11*RND(1));IFY=XTHEN42 

43 B*=B*(X) 

4 4 B * ( X ) = B * (Y) : B $ (Y) = B * s N E X T A 

45 FQRA=0TO10 :PQKE4466,A+2 

46 PR INTTAB(2+0*6) ;B*(A) 

47 NEXTA C 

48 POKE:4466,8; PR I NT " ++SEBE ++EEEE ++EESE++++WIN L I NE " 

49 REM MAIN ROUTINE 

50 POKE:4466, 18: PR I NT " DO YOU WANT INSTRUCTIONS? (Y/N) " 
60 GETA*sIFA*="Y"THEN5000 

70 IFA*=""THEN60 

75 PR I NT "ID 1 2 3" 

80 P0KE4466,18:PR INT SPG(40) 

100 USR < 50000) s USR (51000) s I.JSR < 52000) 

110 GETA*sIFA$=""THEN100 
120 USR(51000) s USR(52000) 

130 GETA*:IFA*=“"THEN120 
140 USR(52000) 

150 GET A*:: I FA$= " " THEN 140 

160 IFRND (1 ) >. 8THEN 1000 

170 X=T :: 'EEI< (53248+8*40+3) "— . 

180 Y=PEEI< (53248+8*40+9) ' - \ 

190 Z--PEEK < 53248+8*40+15) 

200, IF(X =100)*(X=Y)*(Y=Z)THEN500 
210 IF(X=Y)*(Y~Z)THEN600 
220 IF(X=Y)THEN700 
2 7', c-j R C r q. •"? 

240 P0KE4466,18s PRINT"YOU LOSE 2P" 

250 POKE4466,20:PRINT"CASH LEFT®"5 SC;" 

254 F == 0 s G=0 s H == 0 

255 IFRND(1)>.7THEN2000 

260 P0KE4466,22s PRINT"TYPE ANY KEY TO RE-SPIN" 

270 GETA*sIFA*=""THEN27© 

280 POKE4466,22:PRINTSPC(40):GOTO80 
500 POKE4466,18s PRINT"JACKPOT £ 1" 

510 SC=SC +100:GOT0250 

600 PQKE4466,18:PRINT"YOU WIN 25P" 

6 10 SC--SC+25 s GOTO250 

700 P0KE4466, 18s PRINT"YOU WIN 10P" 

710 SC=SC+10s GOTO250 
1000 V®INT(4*RND(1)+1) 

1010 P0KE4466,18:PRINT"NUDGE"5V 
1020 BETA:IF <A<1) + <A>4)THEN1020 
1025 IFA=4THEN170 
1030 V=V 1 s I. J S F( (49000+A *10 0 0) 

1040 IF V=0 T H E N17 @ 

1050 GOTO 1010 

2000 P0KE4466,16:PRINT"BBH0LDB5H0LDBBH0LD" 

2010 GETA s IF(A<1) + (A>4)THEN2010 
2020 IFA=4THEN2065 

2030 I FA® 1THENF--1 : P0KE4466,16: PR I NT " ESSE " 

2040 IFA=2THENG®1s P0KE4466, 16:PRINT"BBBBBEESBE" 

2050 IFA»3THENH®1s P0KE4466,16s PRINT"EEEEBBBBSBEEEEBE" 
2060 GOT02010 

2065 POKE4466,16s PRINTSPC(40) 

2066 POKE4466,22:PRINTSPC(40) 

2067 POKE4466„ 18s PR INTSPC(40) 

2070 IF(F=0)*<G=0)*(H=0)THEN100 
2080 IF(F=1> *(G=0)*(H=0)THEN120 
2090 IF(F=1)*C G=1)*(H=0)THEN140 
2100 IF(F=1)*(G=1)*(H=1)THEN160 
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2600 LI SR < 50000) i USR < 51000) 

26 i 0 BETAS- s I FAS- " " THEN2600 
2620 USR<51000) 

2630 BETAS : I FAS--" " THEN2620 
2640 GOT0160 

2700 USR <50000):USR<52000) 

2710 BETAS s IFAS-""THEM2700 
2720 USR(52000) 

2730 BETAS:IFAS-""THEN2720 
2740 BOTO160 
2800 USR(51000) 

2810 BETAS s IFAS—""THEN280O 
2820 GOTO160 

5000 PRINT"BINSTRUCTIONS"s 

PRINT"-----~" 

5010 PRINT"BEACH REEL WILL SPIN 
5020 PR I NT" IS YOU T YPE AN Y KE Y TO 
STOP REEL 1" 

5030 PRINT" IIS THEN REEL 2 AND 
THEN 3" 

5040 PRINT"SIF NUDGE APPEARS 
FOLLOWED BY A NUMBER" 

5050 PRINT"25THEN TYPE 1 OR 2 
OR 3 (REEL 1 . ) TO" 

5060 PR I N'T'" SNUDGE THAT 
REEL UPWARDS" 

5065 PR I NT " 21 TYPE 4 TO END 
ALL NUDGING" 

5070 PR I NT " £5 WHEN THIS HAS BEEN 
DONE THE NUMBER AFTER" 

5080 PRINT"NUDGE WILL DECREASE 
TOWARDS 0" 

5090 PR I NT "U3WHEN I T REACHES 0 
YOUR NUDGES ARE OVER" 

5100 PRINT"BTYFE ANY 
KEY TO CONTINUE" 

5110 BETAS : IFAS—""THEN5110 
5120 PRINT"BSCORINO"s 
PRINT"-" 

5130 PRINT"BSSSS SSSS SSSS «£1" 
5140 PRINT"BTHREE IN A RQW=25F" 


5150 PR I NT " 13 TWO THE SAME" 

5160 PR I NT "SAME SAME ????«!0P” 

5161 PR I NT " BSTO HOLD A REEL 
type rrs DUMBER" 

5162 PRINT"BAND WHEN YOU 
HAVE ’HELD’ ALL YOU WANT" 

5163 PRINT"H2TYPE 4" 

5170 PRINT"BBSSTYPE ANY KEY TO 
START" 

5180 BETAS:IFAS-""THEN5180 
5190 GOT037 


\MMMnmmmtitvM 
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For the 48 K Spectrum By Ian Beynon 


|es beneath 


underground passage 
the palace of Nedab, Iea3e^ of 
the Horde. The 25 


caverns ai 


from the central cavern, you mu$t 
journey through them cfll collecting-—- 
your androids (4 in each cavern). 
Nedab, knowing of your mission has put 


his green Zygon guards on patrol 


Although these creatures only wander 
around aimlessly, they prove lethal on 
~ ion buqqy is\equippec 


contact. Your Oric 


10 force sci 


which, when activated, 


>ens 

troy the Zyg^ns. The whit^ 
bve to be a hazard. These can 
ran q>ver for extra points, but the^ your scanners ' 


Bear Brand Complex, 
ASIerton Road ,—i 
Wooltory Liverpool, 
Merseyside L25 7SF 


be-ds-abled until another androicMs " resc ue d . G6pd 


luck, and watch out\for the purplerower Guzzie) 


051-428 7990 























































































rventureyyou r™pffnc&~t 

jejjldeady problems 
Unique )fe atm e- qf* 
pHej/el wnlclraro^ 

JM - J : * 

Ijteflooked. 

_ bugh points to be 

classed as a warrior by Caesar, then go in 
search pfyhe great treasure of Egypt. Then, 
‘ifyouare still alive, take the treasure back to 
Caesar himself. 


overcopje-TTendr 
rrrTO^-ct5rn p I ex 
77 Legion" is a vai 
certain problem: 


fAllowingO^tribcrtoi 

TpERDISTRIBUTION 
^ MO&DEAL LTD 
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ALPHA 
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For the BBC Model B 
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By Andrew 

Metcal 
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1 BY FRANK ROONEY J 
RUNS ON A SHARP MZ80K! 


IN THE 

TINGLE 


Well, this is it! Now you can finally find out how to get out of Frank Rooney’s jungle. For those 
k of you who have been stuck among all those swamps, snakes and other dangerous 
Ik beasts, this last part of the great adventure will come as a great relief. For .those of 
you who have missed the first two parts 


where have you been? Grab those £J| 
l back issues NOW! We hope you’ll enjoy playing the game once you’ve keyed !■ 
l this final section in. And remember if you have any problems out in the jungle, ^ 
don’t call on Tarzan — call C&VGs resident Bughunter. 

He’s been practising fighting crocodiles and swinging through the trees, 
and is ready and willing to deal with any problems — unless it concerns a Rhino 
BKn your front room. He’s not very keen, on Rhino’s . . 


in your front room. He’s not very ki 


4630 PRINT ,, D ,, 5TAB( 

4640 PRINTTAB(oO > > 
4650 PRINTTAB 30)5 
4660 PRINTTAB 30 
4670 PRINTTAB(30)5 
4680 PRINTTAB(30)? 
4690 P0KE4466,SD 
4700 F0RZ=lT04tPRI 
4710 PRINTTAB (.£.4) j 
4720 PRINTTAB(24) ; 
4730 PRINTTAB 24); 


NEXTZ 


4840 PRINTTAB(10) 


I 



































4850 PR I NTT AB (10) ; " * * ■* s 
4860 PRINTTAB(10);"* * * / / 
4870 PRINTTAB(10)5" * * / / 
4880 PRINTTAB <10);"* * / / | 

4890 PRINTTAB(10)5" * * / 

4900 PRINTTAB(10)5"* * * * 

4910 PRINTTAB(10);" * * * * n 

4920 PRiNvasaBBaasr 
4930 PRINTTAB(17) 5 " 

4940 PRINTTAB(17)S " » 

4950 PRINTTAB(17)5" » 

4960 PRINTTAB (17) 5 " " 

4970 PRINTTAB(17);" 

4980 PRINTTAB(16)5" 

4990 PRINTTAB(15)5" 

5000 PRINTTAB(14)5" 

5010 PRINTTAB(16)5" 

5020 PRiNT‘*GiaBaaaaa" 

5030 PRINTTAB(17)5I /" 

5040 PRINTTAB(17);" \ 

5050 PRINTTAB (17) 5 •-» 

5060 PRINTTAB (17) 5 
5070 PRINTTAB(17)!"/ V 

5080 PRINTTAB(16)j"/ /I \ V 
5090 PRINTTAB(15)5"/ /I \ V 
5100 PRINTTAB (14) 5 "/ / I \. 

5110 PRINTTAB(16)5" / I 
5120 IFYJ=10THENRETURN 
5130 YJ=YJ+i■G0T04920 
5140 P0KE4466,17:PRINTTAB(15) 

f=i 1 sn PRTNTTAR MSI : “ .. -I-r 


5150 PRINTTAB'(15) ; -v. I 

5160 PRINTTAB (15) 5 " =t . I I 

5170 PRINTTAB(15) 5 "I-N I 

5180 PRINTTAB (15) 5 "Tl-1_L 

5190 PRINTTAB(15)5" I I 
5200 PRINTTAB(15)5" I I 

5210 PRINTTAB(15)5-- 

5220 P0KE4466, 18:PRINTTAB(19) 
5230 P0KE4466i17;PRINTTAB(15) 

5240 PRINTTAB (15) ; VI- 

5250 PRINTTAB(15)5"I I 
5260 PRINTTAB(15)5"I I 

5270 PRINTTAB (15) 5 "L_J_ 

5280 PRINTTAB(15)5" I I 
5290 PRINTTAB(15)5" II 

5300 PRINTTAB(15)5-- 

5310 PRINTTAB (30) 5 f 

5320 PRINTTAB(30)j" S 

5330 PRINTTAB (30) 5 " 

5340 PRINTTAB(30)5" / 

5350 PRINTTAB(30)5" / I " 
5360 PR I NT " RRRRR » 

5370 PRINT" 

5380 PRINT "r 
5390 PR I NT " 

5400 PRINT" _-'a" 

5410 PRINTTAB(20)5" + » 

5420 PRINTTAB(20 > 5" /“N" 

5430 PRINTTAB(20)!" I * I " 

5440 PRINTTAB(20) ; " I I » 

5450 PRINTTAB(20)5" 1*1" 

5460 PRINTTAB (20) 5 " I mwsss&ss 
5470 PRINTTAB (20) 5 " I -**►. 

5480 PRINTTAB (20) 5 " I SW8 * * 
5490 PR I NTT AB (20) 5 " I ms>. 

5500 PRINTTAB(20);" - 

5510 PRINTTAB(36)5“5" 

5520 PRINTTAB(36);"8" 

5530 PRINT"RRRaRRRnRaRRn" 

5540 PRINTTAB(7)5" . 

5550 PRINTTAB(7)j" 

5560 PRINTTAB(7)!" 

5570 PRINTTAB(7)5" 8 

5580 PR I NTTAB (7)5 " 

5590 PR I NTTAB (7)5" ^„ 


:B0SUB1370 


..RETURN 
RETURN 


:PRINTTAB(19) 


GOSUB1370 s RETURN 


5660 PRINT"aaB"sEW=32sWE=2 
5670 PRINTTAB(WE)5"anna "SB*5 

5680 PRINTTAB<EW)5 "B«0_ " 

5690 PRINTTAB (EW) 5<• 

5700 IFEW=1THEN5720 

5710 EW=EW-1:WE=WE+1:GGT05670 

5720 GOSUB1370:RETURN 

5730 L0=2:0L=29:F*(1)=" * 

5740 f* (2) =" / assasssi 


!>«♦*« 


,--n- 

i i 


V 

|" 

i t 


" 

i i 


1" 

i i 


| | I' 

i i 

OL J 

1 1 


l 1 5600 PRINT" 1 

1 " 


1 I 5610 PRINT" | 

O o O O 1 ” 


I * 5620 PRINT" xMJ-'x 1 

1 " 


I 5630 PRINT" ¥ 1 

0 CD 0 1" 


5640 PRINT" ¥ 1 

m i u 


J 5650 PRINTTAB(7) 5" 




1 IN 1 


i" 

~n- i i 
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i i 


i i " 

i i 
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5750 F$(3)=" 3 

5760 F*(4)=" 3 

5770 W$ (1 > ="------- 

5780 w*( 2 ) =" 

5790 P0KE4466,lOsPF 
5800 PRINT" F——----- 

5810 PRINT"33 r—-~ 

5820 PR I NT "SIS 
5830 PRINT"3" 

5840 IF0L=3 
5850 L0=L0+_ 

5860 PR I NT "E ... . 

5870 P0KE4466,9 

E2^T W * (i) sF0RZZ=1T025:NEXTZZsPRINTW*<2> 

5890 S$(1)=" " 

5900 S*<2)=" ^ 

5910 S*<3)=" 

5920 S$(4)=" -m X 
5930 S$(5>=" -4s*il X " 

5940 S$(6>=" “““5 X..-3333"+B$ 

5950 s* (7) =" '‘smmmmm 

6 0 " 33333333333 3333 

5970 S8$=S8$+ "3S33SS333S3 X 3333333333 

5980 S8$=S8$+" ■“"“l X.,3333" +B$+ " 33333333 *m 
5990 P0KE4466,2:PRINTTAB(IP);S8* 

6000 IFTM=1THEN6030 
6010 IFI F'=29THENRETURN 


F0RZZ=1TQ10:NEXTZZ 


5 TAB(0L)5 F$(1):PRINT"333 
. TAB (LO) ;F$<3) : PR I NT "5133" 
THENRETURN 
“ OL=OL—2:S0T05790 
IP=1 


S*(Z>:NEXTZ 


F0RZZ=1T025;NEXTZZ:PRINTW*(2) 


NEXTEXsUSR(71):RETURN 
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Football Manager 

Designed by Kevin Toms 
This outstanding game of skill and 
strategy is now widely available 
and you can join the many 
thousands of satisfied customers 
who have purchased the game. 
This is no five minute wonder - 
you will be playing this game 
for hours over many weeks 
(we know - our customers tell us!). 


Some of the features of the game:- Kevln Toms 

★ Matches in 3D graphics ★ Transfer market 

★ Promotion and relegation ★ F.A. Cup matches 

★ Injury problems ★ Full league tables 

★ Four Divisions ★ Pick your own team for each match 

★ As many seasons as 
you like 

★ Managerial rating 

i ★ 7 skill levels 

I ★ Save game facility 


MSiMBSiSIRISIt 


*ZX81 Chart, 

Home Computing Weekly 16.8.83 


Comments about the game from press 
and our customers 


"FOOTBALL MANAGER is the best game I 
have yet seen on the Spectrum and my 
personal favourite of all the games on any 
micro... To the ordinary person it is an 
excellent view of what can be done in the 
field of computer games... The crowning 
glory of this game is the short set pieces of 
match highlights which show little stick men 
running around a pitch, shooting, defending 
and scoring ... It is a compulsive game but 
people who cannot take game sessions of 9 
hours or so, which happened on one happy 
Sunday, will be grateful to know that there is 
a 'save to tape’ option. FOOTBALL 
MANAGER has everything it could ... The 


originator, Addictive Games, certainly 
deserve the name.” Rating: 19/20 (Practical 
Computing - August1983). 


"When I first received this game I spent the 
best part of the weekend playing it. Since 
then I have returned to it more often than 
any other. The truly addictive quality of this 
game is the remarkable way it mirrors the 
real football manager’s problems... 
"(Personal Computer Games - Summer 
198~‘ 


>83) 


"It’s my own fault you did warn me -1 am 
totally and completely hooked on FOOTBALL 
MANAGER.” (Mr. A. Wright-Lancashire.) 


Action from the Spectrum version 


"It is by far the best software game that I 
have seen for the Spectrum.” (Mr. N. Lincoln 
- Surrey.) 


I congratulate you for a marvellous game 
“ " (Mr. N. 


I * 


which keeps the player enthralled.” ( 
Creasey - Gerrard’s Cross.) 


"I am writing to say what a great game it is. I 
have spent over 45 hours on it.” (Mr. D. 

Fearn - Gloucestershire.) 


"Your FOOTBALL MANAGER game is 
terrific.” (Mr. N. Cumming - West 
Bromwich.) 


Available from computer software stockists nationwide, including & WHSMITH $ 


Prices: Spectrum 48K £6.95 
ZX8116K £5.95 

(N.B. 3D GRAPHICS ARE NOT INCLUDED IN 
THE ZX81 VERSION). 

Overseas orders add £1-50 


To order by mail (p&p free) send cheques or 
postal orders to: 


t Spectrum version only 


Addictire Games 


Albert House, Albert Road, Bournemouth BH11BZ. 


Dealers! For urgent stocks send 
your headed notepaper direct to 
our address. 
































More than fun and games! 



withthe.7nr7mn 

by Primer Educational Software 

T heever-popularMr. Men help prepare 
young children for reading with four 
simple and absorbing games designed 
to exercise essential skills as well as entertain. 

An easy-to-use, colour-coded key guide 
is included with an illustrated introductory 
book, featuring the Mr. 
Men. For ages 4 to 8 
, years. Available now on 
I cassette for the BBC B, 
Spectrum 48K and 
Electron. £8.95 




by Widgit Software 

T wo mind-stretching, space-age games 
totestme'ntal arithmetic and nimble 
fingers. 

In Sum Vaders alien robots invade the 
earth. Only quickthinking and fast reactions 
can prevent them. Several levels of difficulty 
and a two-player game with a handicap 
option make Sum Vaders equally testing for 
all family members, from 8 years to adult. 

Robot Tables challenges the young 
player to make a series of perfect robots. 

Knowing your multiplication 
tables is the key to controlling the 
robot-making machine. With a 
learning mode and a testing 
mode, Robot Tables is a fun way 



for early learners, 
and more ad¬ 
vanced children, 
to master an 
important and 
often neglected 

skill. _ 

Available now on cassette for the 
Spectrum 48K, Commodore 64, BBC B 
and Electron. £6.95 

OESAR 

THE CAT 

M by Andromeda Software 

eet Caesar, a cheeky young cat on 
duty in a well-stocked larder. He’s 
kept busy chasing a gang of hungry 
mice eating the family’s food. Playing against 
the clock, you guide Caesar along crowded 
shelves to pounce on the mice. 

A fast, colourful, all-action, arcade-style 
game with catchy music and a best-score 
record. Challenging for high-scoring arcade 
addicts as well as great fun to play for the 
novice. . , 

Available on cassette for the 


£8.95 



Prices include VAT and post and packaging 
MIRRORSOFTprograms are available from selected 
branches ofW.H. Smith and Boots, and other 
leading software stockists. 

Trade enquiries welcome: phone 01-822 3580 



SOFTWARE FOR ALL THE FAMILY 


To MIRRORSOFT, PO Box 50, Bromley, 
- Kent, BR2 9TT 

| Please send me the following (enter 

I number required of each item in 
the space provided): 



I enclose a cheque/PO for £.made payable Or please debit my ACCESS/BARCLAYCARD for the sum of £. ^"2 

to “Readers’ Account: Mirror Group Newspapers Ltd”. card no |~ 


I understand that my 
remittance will be 
held on my behalf in 
the bank account 
named above until 
the goods are 
despatched. 


i i i i i i i 




Signature.. 

Name. 

Address.... 


■ ——*--—'--^i_aespatcneo. .Postcode. - 

Offe^ppliestoGreat Britain and Eire only. Please allow up to 28 days for delivery in the UK. MIRRORSOFT is a registered trademark of Mirror Group Newspapers Ltd., Co. Reg No: 168660. Reg. Office: Holborn Circus, London EC1. 


132 COMPUTER & VIDEO GAMES 
















































































g$ZS%v%z, 


I 
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6650 PRINT” x*8x*x»x» 

6660 PR I NT " xixlxixlx " 

6670 PRINT” x»x»x»x« 

6680 PRINT” MV” 

6690 PRINT” II” 

6700 PRINT” II” 

6710 PRINT” II” 

6720 PRINT”- 

6730 VD=32s B*==CHR*(99):B2*=CHR*(101) 

6740 PRINT"RR” 

6750 PRINTTAB (VD) 5 "ft” 5 B*3 ” ” 

6760 IFVD=7THEN6780 
6770 VD=VD~1:G0T06750 
6780 PRINTTAB(7);" ft ” 5 B2* 

6790 PRINTTAB(7)5"ftft"3 B2* 2 PRINTTAB< 7 > 3 
6800 PRINTTAB(7)5"fiftft "5 B2*sPRINTTAB(7) 

6810 PRINTTAB (7) 5 "ftftft" 5 B*s PRINTTAB (7) 5 
6820 PRINTTAB (7) 5 ” ftftft ”3 B* s PR I NTT AB (7) 5 
6830 MW=9 s P0KE4466, 18:PRINTTAB(10)5”~ 

6840 PQKE4466,17sPRINTTAB(MW)3" "5CHR* 

6850 IFMW=29TNENRETURN 
6860 MW==MW+12 G0T06840 
6870 PRINT”E”5 TAB(10)5"LOST IN THE JUNGLE”2PRINTTAB(9)5” 
6880 PR I NT ”383 You are lost in a jungle. You have a gun” 
6890 PRINT"with 6 bullets, a knife, a slingshot,” 

6900 PRINT”Sand 2 battles of medicine.” 

6910 PRINT"S3Yaur aim is to find your way back to” 

6920 PRINT"Scivi1ization without getting yourself Skil 
6930 PRINT”SBYou must try to keep up your energy or” 

6940 PRINT”Syou will die of exhaustion." 

- -z. PRESS ANY KEY TO CONTINUE” 

V6=INT(RND(1>*255+1) 

V8=INT(RND(1)*50+1)2 F0RV9=1T0V5 


RETURN 


6950 PRINT 

6960 V5=INT(RND(1)*40+1) 

6970 V7=INT(RND(1)*50+1)_ ._ ... _ . _ 

6980 F0RV4=V6T0V7STEP-V8 2 P0KE4514,V9 s P0KE4513,V4 2 USR(68)2 NEX T 2 USR(71) 
6990 GETA*2 IFA*=”"THEN6960 

7000 PR INT”EBBaSSEESESEach move is one mile.” 

7010 PRINT"BBSEEThe jungle is 50 miles square 
7020 PRINT"SSSSBBBSBB " PRESS ANY KEY TO S' 

7030 GETX*sIFX*=””THEN7030 
7040 PRINT "E” 2 RETURN 
7050 PRINT”EaaaSORRY....." 

7060 TEMP04 2 MUSIC ” -JE1RO JE1RO-E1R0-JC6-X1 ” 

7070 prinT”ESSEEE28 25= ;58 28 88 mm*. mmm n 

7080 PRINTTAB (5) 3 "28 » 28 28 28 88 88 28 85s” 

7090 PRINTTAB (5) 5 ”28 28 28 28 28 25: 28 28 28" 

7100 PRINTTAB (5) 5 "28 28 28 28 28 28 28 88 88" 

7lio printtab( 5) 5 88 m 88 m mm&f mm u 

7120 PRINTTAB (5) 5 ” 88 88 88 88 88 88 88" 

7130 PRINTTAB (5); ” 88 & m m w 88 88 88" 

7140 PRINTTAB (5) ;" 88 m 88 m 88 88 m 88" 

7150 PRINTTAB (5) 5 ” 88 mm?’ "W w m m&m 

7160 PRiNT”aaa^m:, #mm mmm m 

7170 PR I NT ”28: 88 $8 558 S58 $5= =88 88 88 

7180 PR I NT ”88 S58 -88 88 ^ 88 88 88 85: 

7190 PR I NT ”=5=8 85= 88 88 85; 85= 88 88 88 

7200 PR I NT” 28 85= 8555588= 85: 85555558 '888888555= W5558:>. 8=855558 

7210 PR I NT ”28 88 88 88 88 =8:= =58 88 88 

7220 PR I NT "28 88 88 85= 88 88 88 88 555: 

7230 PR I NT ”28 88 88 88 85: 58: 88 88 555 

7240 PR I NT ” 88855585*' 858858858 : =:88=88r =^8:855588 88 558 855558^ 8558858S& 

7250 PRINT”EaaaaaDo you want to try again?"sU! 

7260 GETX*:IFX*=””THEN7260 
7270 IF X*=”Y”THENCLR2 GOTO160 

7280 PRINT”aaaTHANK YOU FOR PLAYING.Ba n 2EI 

7290 PRINT"E”2 KP=108 2 KW=53248 
7300 F0RLP»0T039aPOKEKW+LP,KPsNEXTLP 
7310 F0RLP«79T0999STEP40sPOKEKW+LP,KPs NEXTLP 
7320 F0RLP=998T0960STEP—12 POKEKW+LP,KPs NEXTLP 
7330 F0RLP=920T040STEP-40s POKEKW+LP,KPs NEXTLP 

7340 f*r i nt ” oaaa ”; tab (1 o) ; ” * .<mm>. 5 mmm 

7350 PRINTTAB(10 );88 88 * & " 

7360 PRINTTAB (10) 5 "» * K ” 

7370 PRINTTAB (10) ; "3* 85= 28 88 » 

7380 PRINTTAB (10) 5 ”* 28 ^ « * " 

7390 PRINTTAB (10) 5 "» » » 28 28 •* 

7400 PRINTTAB ( 10) ;”2555588825 ^ ” 

7410 PRINTTAB ( 8 ) 5 "OB* ^2^5 m « 

7420 PRINTTAB ( 8 ) 3 2*358>- 28 88 ^<^ 8 = 

7430 PRINTTAB ( 8 ) 3 ”28 8 28= ^ ” 

7440 PRINTTAB ( 8 ) 5 ”&* » » 28 88 58*w” 

7450 PRINT"aS 5 S 5 28 88 5& 5§5 28 28 

7460 PRINT”SSS5 » 28 SS 28 & ^ = 8:1 

7470 PRINT”SBS5>» 88 88 8 = ^ 28 ^ ^ ^ 2588 

7480 PRINT”SSSS*a » ^ 88 ^ ^ 28 ^ 

7490 PR I NT" BBSS^^5^ m mm 

7500 MU^=”B0R0-C2B2A2G2R0A3R1A3R1” 

7510 MVS=”A0R0B2A2G2+F2R0G3R1G3R1” 

7520 MW^= " D1R0E4R0G4R04F3R1 #« r 3R 1 ” 

7530 MR$="D1R0E4R0#F4R0G5” 

7540 TEMPOS:MUSICMU$ 3 MV* 5 MW* 5 MR* sRETURN 


GOSUB1370 s GOSUB1370 



it 


28 

mmmn. 


88 

5: :*x-x<- ^ 

mm ” 

? ^ 28 

^ •* 

2585^=- ^58 
















































It's the year 
2243 and the 
Earth's 


foremost 
sporting event is 
sip®:"-- ready to begin. The 

'/'■ gladiator's arena is fil¬ 

led with an audience 
screaming for blood. You 
are to challenge the planet's 
champion gladiator in a fight to 
the death. 

Things have changed dramatical¬ 
ly from the ancient Roman sporting 
... - ■ * ■* • ar e a 




battles. Swords and' javelins__ 

thing of the past; laser bikes and guns 
are now the instruments of death. To de¬ 
feat the champion, you must trap him within 
a wall of laser fire by moving your bike 
around the arena until your opponent runs out 


of room and crashes into one of the laser trails. 
The game can be played by one or two players 
using the keyboard or with joysticks. It also has a 
hall of fame hi-score table displayed throughout the 
game for you to check on your progress. 


Variables 

col% - winning colour px%( )= x position of players 

crash%= flag to see if crash has occurred py%( )= y position of players 
hi%= high score sc1% player one’s score 

joystick%= if joystick is used sc%= player two’s score 

life%= number of lives left 
































430 MOVE24,12:DRAW1256,12 

440 DRAW1256,924;DRAW24,924 

450 DRAW24,i2 

460 VDU2S,0,2,19,0 

470 VDU24,32;16;1248;920; 

480 GCOLO,130 
490 CUB 

500 1 i m 17.=21000: 1 i m2 7.=44000 

510ENDPROC 

520 

530DEF PROCsetup 
540 CLG- 

550 p x 7(1)=665:p7. (3) =615 
560 py7. (1) =512: py7 (3) =512 
570 si 7=0: crash7.=FALSE 
580 VDU23,1,0; 0 ,* 0; 0; 5 REM OS 0. 
1 ALTER THIS 
590ENDPR0C 
600 ' 

61ODEF PROCpI ay 

620 MOVE px% (player’/.) ,py7. (play 
er"/.) 

630 move7.=FALSE 
640 GCOLO,player7. 

650 IF joystickV. THEN PROCstic 
k ELSE IF player7.= l THEN PROCkey 
1 ELSE PROCkey2 

660 REM GO OUT OF CONTROL IF N 
OT PRESSING A KEY 

670 IF NOT move 1 /. THEN px7(play 
er 7.) =px 7. (p 1 ay er'/.) + ((RND (3)-2) *8) 
; py7. (pi ayer7.) =py7. (pi ayer7) +4 
680 IF POINT(px7<player7>,py7< 
playerY.) ) < >2 THEN PROCcrash ELSE 
DRAW p x 7. (p 1 ay er 7.) , p y X (p 1 ay er7) 
690 S0UND?<0112,-10,px7.<l) MOD 
50,2 

700 SOUND&O113, — 10, px 7 (3) MOD 
50,2 

710 si7.=si7.+ l 

720ENDPR0C 

730 

740DEF PROCcrash 
750 lit e7.=1 i f e7- 1 
760 PROCscore 
770 crash7=TRUE 

780 IF piayer%< >2 THEN player* 


400N ERROR RUN 

50M0DE7 

60PR0Cinst 

70MODE5 

80PROCinit 

90REPEAT 

1001 i fe7=3: sc 17=0: sc 27=0 
110REPEAT 
120PR0Cdelay(50) 

130PR0Csetup 
140C0LOUR 1 

150PRINT'"PRESS SPACE OR FIRE" 
160REPEAT 

170UNTIL(ADVALO AND3)<>0 OR IN 
KEY(-99) 

180PR0Cdisplay_score 
190REPEAT 

200F0R pi ayer7=1 TO 3 STEP2 
210F‘RQCpl ay 
220NEXT player7 
230UNTIL crash7 
240UNTIL 1 ife7<=0 
250PR0Cdisplay_score 
260VDU 5:GCOLO,1 
270M0VE128,448:PRINT"ANOTHER G 
AME?"; 

280VDU 4 
290REPEAT 

300UNTIL INKEY(-99) OR (ADVALO 
AND3)< >0 
310UNTIL FALSE 
320END 
330 
340 

350DEF PROCinit 

360 DIM px7(4) ,py7(4) 

370 hi7=0 

380 VDU19,0,7,0,0,0 
390 VDU19,3,0,0,0,0 
400 GCOLO,3 
410 col7=1 

420 REM DRAW WALL AROUND PLAY- 
AREA 


Illustration: John Higgins 




































790 S0UND0,-15,10,5 

800ENDPR0C 

810 

820DEF PROCscore 
830 CLS 

840 IF player7.= l THEN sc27.=sc2 
X+si7. ELSE sc 17.=sc 17.+si 7 

850 IF scl7.>hi7. THEN hi‘/.=sciy.: 
col7.= l ELSE IF sc27.>hi V. THEN hi 7. 
=sc27.:col7.=3 
860ENDPR0C 
870 

880DEF PROCdelay (time%) 

890 LOCAL del ay7. 

900 del ay7.=T IME+t i me7. 

910 REPEAT 

920 UNTIL TIME>delay7. 

930ENDPR0C 

940 

950DEF PROCinst 

960 VDU23,1,0;O;0;0;:REM OS O. 
1 ALTER THIS 

970 PROCti11e <"ENTRAPMENT") 

980 PRINTTAB < 3,5)CHR*134;"Stee 
r your trail to trap your foe." 

990 PRINTTAB(0,6)CHR*134;"But 
dont hit the wall or any trails. 


1000 PR 1NTTAB(0,9)CHR*1 34 $" Use 
tRe Q , A, S- and @, C , : ,3 keys or 


1010 PRINTTAB(O,10)CHR*134;" jo 
ysticks for your controls..." 

1020 PRINTTAB(1,13)CHR*129"WARN 
ING trying to stop will send you 


1030 PRINTTAB(0,14)CHR*129"trai 
1 out of control !!*" 

1040 PR I NTT AB (1,18) CHR*136; CHR* 
130;"PRESS <FIRE> OR <SPACE> TO 
START" 

1050 REPEAT 


AND 




1060 IF INKEY(-99) THEN joystic 

k7.—FALSE ELSE joyst i ck7.=TRUE 
1070 UNTIL (ADVALO AND3)<>0 OR 
NOT joystick7. 

1080ENDPR0C 
1090 

11OODEF PROCtit1e(tit1e*) 

1110 PRINTTAB(((40-LEN(title*)) 
/2)-3,1)CHR*141;CHR*133;tit1e* 

1120 PRINT TAB(((40-LEN(title*)) 
/2)-3,2)CHR*141;CHR*133;tit1e* 

1130ENDPR0C 
1140 

1150DEF PR0Ckey2 
1160 REM USE Q,W,A,S 

,= KEYS 

1170 IF INKEY(-17) 
k 7. (3) -8; move7.=TRUE 
1180 IF INKEY(-34) 
x7. (3) +8; move7.=TRUE 
1190 IF INKEY(-66) 
y7. (3 ) +4; move 7.=TRUE 
1200 IF INKEY(-82) 
y7. (3) -4: moveX-TRUE 
1210ENDPR0C 
1220 

1230DEF PROCkey1 

1240 IF INKEY(—72) 

>■' 7 (1) -8: move7.=TRUE 
1250 IF INKEY(-57) 
x % (1) +8: move7.=TRUE 
1260 IF INKEY(-73) 
y7. (1) +4: move7.=TRUE 
1270 IF INKEY(-89) 
yV. < 1) -4: move7.=TRUE 
1280ENDPR0C 
1290 

1300DEF PROCst i c. k 

1310 IF ADVAL (p 1 ayer7.) >1 i m27. TH 
ENpx V. (pi ayer7.) =px7. (pi ayer7.) -8s mo 
ve7.-TRUE 

1320 IF ADVAL (p 1 ayer 7.) < 1 i m 17. TH 
ENpx 7. (p 1 ayer7.) =px7. (p 1 ayer7.) +8: mo 
veX-TRUE 

1330 IF ADVAL (pi ayer 7.+1) >1 i m27 
THENpyy. (pi ayer7.) =py% (pi ayer7.) +4: 
move7.=TRUE 

1340 IF ADVAL (p 1 ayer 7.+1) < 1 i m 17. 
THENpy7. (p 1 ayer7.) =py% (pi ayer7.) -4: 
move7.=TRUE 
1350ENDPR0C 
1360 

1370DEF PROCdisplay _score 
1380 CLS - 

iPRINTTAB(2,0)"SCI 


THENpx 7. (3) =p 
THENpxX(3)= 
THENpy7. (3) =p 
THENpy7. ( 3 ) =p 

THENpx 7. (1) =p 
THENpx 7. (1) =p 
THENpy7. (1) =p 
THENpyy. (1 ) »p 


1390 COLOUR 
sc 27,; 

1400 COLOUR col V.s PRINT" HI: ";hi 


7. 


7. 


1410 COLOUR 1:PRINT" SC2:";sc 1 

f .■■■ .. . . ■' * , 

1420EMDPR0C 
1430 
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The galaxy's most I 
battle wagon. 


Narzon Heatseekers from the back. LasaSlamma Tanks in front. 
HeliChargas from above. 

A friendly mission to Zon has become a desperate fight for 
survival. 

Now, as Troopa Truck trundles and leaps across Zon’s surface, only 
one person in the galaxy can save it. 

You. 

The ticket to Zon is £5.99 (RRP inc. VAT), and the journey starts at 
Boots, WH Smith, Rumbelows, or any intergalactic computer games shop. 
Your Commodore 64 will love it to bits. 


&>ulLant an S-p&ctsuAm, C~2.0 & GUM-64. 








































PRICE 

ARCADE 

PROFESSIONAL £28.95 

Spectrum 

Interface £11.50 


NAME ... 
ADDRESS 


COMPUTING 
PINFOLD LANE INDUSTRIAL ESTATE 
BRIDLINGTON, NORTH HUMBERSIDE 

TEL: (0262) 602541/2. TELEX: 527381 EMAX G 
24-HOUR ANSWERING SERVICE 

_EMAX Computing is a division of EUROMAX Electronics Ltd. 


ACCESS No 


Enclosed Cheque/P.0. 


ALL TRADE ENQUIRIES WELCOME 


AIM FOR NOTHING LESSTHAN 

TOTAL 

GAME CONTROL 

2/4/8 WAY GATE INTERCHANGE 
COMPLETE QUADRANT ACCURACY 


WARNING! 

THIS PANEL IS A 
PROFESSIONAL 
MODULE. IT IS NOT 


NOW AVAILABLE 
FROM LEADING 
gflk COMPUTER STORES 

v" PRICE £28.95 

(VAT INCLUDED) 

For VIC 20 - COMMODORE 64 — ATARI - 
BBC MICRO MODEL B — SPECTRUM (with interface) 
















































U I DC SPECTRUM 
nine SOFTWARE 


CHOOSE FROM OUR VAST RANGE 

FREE 24 page CATALOGUE with full details of our range of over 220 
different programs for the ZX SPECTRUM. All hired with the consent of the 
publishers. Whether you prefer to ZAP aliens, get lost in an adventure 
game, EDUCATE your children, CALCULATE the family finances or 
COMPILE machine code programs WE HAVE THE RIGHT TAPES FOR 
YOU TO HIRE. 

FASTSERVICE 

We stock several manufacturers original copies of each tape, and can 
normally despatch yourtapes the day we receiveyourorder,and wealways 
use first class post. 

LOWEST PRICES 

We believe our prices are the lowest of any library, yet we offer the 
LARGEST range of titles. TWO WEEKS HI RE OF ANY TAPE COSTS JUST 
80p (plus 40p p&p). 

FREE TAPE HIRE 

Fora limited period, we will send yourfirst tape (yourchoice) FREE, so join 
our library now. You can’t afford NOT to!!! If you’ve tried another library and 
are wary of our claims send a stamp and we’ll gladly send you a copy of our 
catalogue - we’re confident you’ll join when you see it!!! 


MKTIOIflAL .SSS™ 


I enclose cheque for £6.00 for LIFE MEMBERSHIP and I understand that 
my first tape hi re will be FREE. If, within 28 days, I’m not delighted with your 
service you’ll refund my membership fee. 

Name_„__L_ 

Address_ 


C&VG2 






HOP IT! £6.95 

Guide your frogs to safety thru over 20 
sheets of cars, lorries, snakes, crocs, 
logs and sinking turtles! Ext-BASIC 



HUNCHBACK HAVOCK £5.95 

Stretch your Basic to its limits thru 24 
different sheets of unrivalled arcade 
action! TI-BASIC 


Send cheque or P.O. to Lantern Software 
4 Haffenden Rd, TENTERDEN, Kent, TN30 6QD 

or send SAE for a full list. 

Look out for our products at your local T.l. retailer. 


CHRISTINE COMPUTING LTD 

6a Florence Close, Watford, Herts 
Tel: 0923 672941 

Quality software for TI99/4A 

Our range includes — Blast It!, Cor!, Spudz, UFO, 
Crocword. All in Tl Basic at £4.95. 

We also stock a selection from Stainless Software 
including — Night Flight, Hang Glider, Zarquon etc. And 
from Intrigue Software, the graphics adventure Adven¬ 
ture Mania, at £5.95. 

Send cheque/P.O. to the above address or send 50p 
(refundable) for list. C.O.D. available. 

s_^ 
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XANAGRAMS 


DINKY DIGGER 


It's super-fast, furious and 
as mean as they come. 
(Spectrum 48K) 


Over 5,000 permutations 
in this game of skill for all 
ages. 

(Spectrum 16K/48K BBC 'B' 
Electron CBM 64) 


PENGWYN 


As the temperature rises, 
strange happenings begin 
in Pengwyn's frozen world. 
(BBC'B' Electron) 


Twc 


1SSU 


Ma 


tact 


pro 


line 


typ 


mis 


Gui 


the 


ma 


coi 


ca 


Available nationally from specialist retailers and all good multiples. 


I^’lease write quantities required in boxes provided 
and state computer type. 


Please Postern 
People post me: 


Name _ 


Address _ 


POST TO: Postern Ltd., RO. Box 2, Andoversford, Cheltenham, 
Glos GL54 5SW. Postern is always on the look out for any new 
games you might have developed. 


{ POSTERN 


Xanagrams 


12 

Dinky Digger 


p \3 

Pengwyn 


1 

L j 

I Price £6.95 each 

| (£795 for overseas mail orde 


_or Access No.. 







































BY ROBERT SCHIFREEN 
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FEB’S FOUL-UPS 


Two mistakes cropped up in February’s 
issue. 

The first program to come under the 
bugs’ attack was Briky for the Atari 400. 
Mai and his team have devised a new 
tactic. Instead of removing parts of the 
program, they’ve printed two of each 
line! When entering the program, just 
type in the listing up to line 30120 and 
miss out the rest. 

Bug number two appeared in Front 
Gunner for the Electron. We missed out 
the last part of the program. But I’ve 
managed to persuade Screaming Foul 
Up to give it back. So if you’d like a 
correct listing, just send me an SAE. 

PROFESSIONAL 
BUGS ... _ 

Remember the problem with Valhal¬ 
la? It seems that trying to perform cer¬ 
tain actions like throwing the axe when 
the program isn’t expecting it will pro¬ 
duce an error message and return you 
to Basic. From there, just type LIST and 
you’ll see most of the program! 

THOSE ATARI 
LISTINGS... 

I still get letters and phone calls (01-278 
3881) from Atari owners saying that they 
can’t get Pirates & Polyps and Interstel¬ 
lar Intrigue to work. 

I am as sure as I can be that the 
programs do work, but for all who have 
asked, here is a tuller explanation of 
how to put the machine code characters 
in lines such as 830 of Interstellar Intri¬ 
gue on page 29. 

Taking this line as an example, you 
have to enter line 830 as printed on the 
correction sheet. Where it says “put 
characters here”, you have to put the 
characters corresponding to the list of 
numbers given in the yearbook. To do 
this . . . 

1) Type in as much of the program as 
you can, and then add the following 
lines. 

10 for J=1 to 11: READ A: PRINT 
CHR$(A);:NEXT J 
20 DATA 104,162,6,169 ... 

30 STOP 

2) Run the program. It will stop at line 
30 and you’ll have the characters 
printed on the screen. Now you need to 
get them into a program line, so ... 

3) Simply use the cursor keys (the 4 
arrows) to put the other characters from 
the sheet in the right place. Eg., the line 
number, LET etc. 

4) Press return to enter the line into the 
listing. 

When you’ve done this, you should 
have line 830 correct. Now change lines 
10 and 20 to put in the other lines. You’ll 
need to change the DATA and also the 

II in line 10. 


character is printed when you press 
graphics * l 2 3 4 F’, then you just change all the 
G’s to a graphic ‘F’ where they should 
be fireballs. 

Remember that to put these charac¬ 
ters in the listing, you should be in 
graphics mode so type the line as nor¬ 
mal, then when you get to the character, 
get into graphics mode to type it, press 
caps shift/9 to return to an L cursor, and 
finish off the line. 

MORE ON THE 
YEARBOOK 

Oops! I’ve found a few more lines which 
were left out of the Atari version of 
Pirates and Polyps from the 1984 Year¬ 
book. 

Line 370 should be. . . 

370 ? ” * - Pirates”:? :? ,” - polyps”:? 
:? “If the projector has locked onto a” 
while 410 is also missing and should 
read. . . 

410? “enjoy the game. Press any 
key”:GET# 1,A:?” V ’:POKE710,N:POKE 
16,64:POKE 53774,64 
You’ll also need ... 

280 ? :? ,,” J’:?” \ Laser f p Scan¬ 

ner” 

290 ?” a Base -»*./ “:? :? :? Press any 
key “:GET#1,A:?” * ” 

1100 0= 1:IF K=2 THEN H = 
INT(RND(N) * 24+ 13):GOTO 1130 
The game should now run better, with a 
pause after the first sheet of instruc¬ 
tions. 

By the way, line 1055 can be removed. 


ZX81 BLOCKADE 


ytod ifewse, 8 Ht/W Hi». 

5CT G'plww! I 
a. oi rR-sm 1 


Space Blockade from January’s issue 
lost a byte at the end of the machine 
code loading program. 

When you’ve finished typing the 
machine code as directed, the program 
will not end. To finish it, type in an ‘S’. 

UNBREAKABLE 

SPECTRUM 

BROKEN 


to a graphic character, replace it with a 
capital G (for Graphic). 

When you’ve finished, save the listing 
on tape to be safe, and then RUN it. 
Obviously it won’t work, you’ll just get a 
load of Gs printed. So, break in with the 
Break key. 

Now get into graphics mode by 
pressing caps shift/9 to get a ‘G’ cursor. 
First, press REM, then press the capital 
letters from A to U in order. If any of 
those letters are used in the listing as 
graphics they’ll be printed as graphic 
characters. Watch as they appear on 
the screen. 

Then it’s simply a matter of replacing 
all those Gs with the correct character. 
For example if, in Demolition, a fireball 


I’ve had a couple of letters from people 
saying that the line zero copyright mes¬ 
sage for the Spectrum which appeared 
in Bug Hunter didn’t work. 

The correct version should be 
POKE (PEEK 23635+256*PEEK 23636 + 
1 ), 0 

and you should now be able to add a 
non-removable line 0 to the top of your 
Spectrum Basic programs. 

AND FINALLY ... 


... for this month, an apology to Texas 
owners. The 3D Maze program in the 
Yearbook, although it works perfectly, 
will not run without an Extended Basic 
cartridge. Sorry for not making that 
clear. 


If you can’t fit all the data on line 20, 
put half of it on 20 and then start again 
on 25 with 25 DATA more numbers .. . 

Then save the program, but remove 
lines 10 to 30 first. 

DEMOLITION 

SPECTRUM 

Some of you may have had problems 
with the graphics in Demolition. 

If you come across such a Spectrum 
listing, what you do is this. Type the 
program in as normal. When you come 











































nvmmy ■:> q dangerous Dusiness — you ^ 

lever know when Screaming Foul-Up is going ^V- 
to sneak up behind you with a heavy Error j 

Message clutched in his claws. But if you think ^4 

you are up to it, C&VG 's resident Bug Hunter, 

Robert Schifreen, has come up with a few hints and tips 
which could help you become a trainee Bug Basher. And 
they could save you the cost of a phone call to our Bug line! 
However, if all else fails, then either drop me a linelat the 
magazine or call me on 01-278 388T, 


Occasionally, we have to admit, an error 
creeps into one of our listings. More 
often, we find that the person typing the 
listing has made a small typing error. 
Easy enough to do! Next time you have 
problems with one of our games, try out 
some of the suggestions below before 
phoning Bug Hunter. If the computer 
prints an error message when you type 
RUN it could be a very small typing 
error. Even mistaking a comma for a full 
stop could alter the way in which a 
program runs. 

So next time the 
computer rejects 
an afternoon’s 
\ kard typing and 

1 ffnPVi prints one of 

mm mi tkose rude mes- 

¥ sages, check it 

f with the list be- 

JJr low. You never 

m know, it could be just 

9 the solution. 


a lot of variables, it’s 
annoying to have to set 
them all to zero. It does 
cut down on typing 
errors, though. 


This is the most common 


error mes¬ 
sage. It means that the program line is 
not recognised by the computer as 
being “RUN”able. This may be because 
you have left out a character eg a brack¬ 
et, or spelt a word wrongly eg. IPNUT 
instead of INPUT; Many syntax errors 
are quite hard to spot as one very small 
mistake can cause a whole line to be 
rejected. Check especially the commas, 
colons and semi colons. 


BAD MODE 


This error is found on 
BBC micros and is 1 

similar to Out of 
Memory. It can 
mean that there is 
not enough memory for ( 
the selected mode. Each 
of the graphics modes on ^ 

the BBC takes up a different. 
amount of the computer’s memory. This 
means that the size of the largest pro¬ 
gram which you can write depends on 
which graphic mode you use. 


MMMMWSQVKMQR 


A FOR-NEXT loop is a special part of a 

Basic program. There must be a FOR 
statement, then part of the program and 
then a NEXT statement. If the program 
comes across a NEXT but has not been 
through the matching FOR then you’ll 
get this error. 

As well as incorrect typing of the FOR 
and NEXT lines, it could be that your 
COTOs and/or GOSUBs are wrong. This 
might make the program jump to a 
NEXT without going through the FOR 
first. 


OUT OF MEMORY 


Quite seif explanatory, really. It means 
that you haven’t got any memory left. 
This usually means that a program is too 
large to fit in the machine and that 
you’ve run out of RAM. However, there 
are some typing errors which will result 
in this error, especially DIM statements 
which are used to reserve memory for 
date. If your DIM is too large then you’ll 
find yourself running out of memory. 

The computer stores a number in 
memory which tells it how much RAM it 
has left. If you change this number by 
poking into it inadvertently, then you’ll 
get the impression that you have less (or 
even more!) RAM left than you should 
have. 


FOUND 


un some computers, all variables are 
set to zero when you type RUN. On 
others, though, they are not given a 
value until you give them one. So if you 
set the value of X to 10 and then, further 
down the program, make, a,typing mis¬ 
take and call it Y, you’ll get this error 
unless Y also has a value. Both systems 
have advantages. If your program uses 


























DIVISION BY ZERO 


In maths it is impossible to divide any 
number by zero. So if you try to do so in 
your program you’ll get this error. It 
may be that you’ve typed the name of 
the variable wrongly. If your machine 
sets all variables to zero at 
the start and you type a 
variable name that has 
not been used in the 
program it will have a 
value of zero. If you then 
try to divide by this variable, you’ll get 
this error. 


program. An example 
the INPUT command. If fmU 
you try typing a com- W 
mand in immediate 
mode which can only be 
used in a program then 
you’ll get this error. 

Try typing INPUT A on 
your computer and you’ll see 
what I mean. 


RETURN WITHOUT 
GOSUB 


TYPE MISMATCH 


STRING TOO 
LONG 


Similar to NEXT WITHOUT FOR. This is 
a pair of statements which must occur in 
gfc order. If the computer reaches 
a RETURN but has not en- 
gy countered a GOSUB on the 
way then you’ll get this error. 


i ou nave referenced two types of vari¬ 
ables in the program line and they are 
of different types. String variables have 
a dollar sign after them while numeric 
ones do not. It may be that you’re trying 
to store a letter or word in a numeric 
variable. 


The program is trying to create W \ 
a string .which is longer than’^ilj 
Basic allows. 

This is no problem on a Spec- 
trum, as there is no limit to the j| L, 
length of a string. On other mic- 
ros, though, strings usually have a 
limit of 255 characters. Trying to 
add characters on to the end of a 
string without clearing it first will often 
produce this error. 

In standard Basic (but not on the 
Spectrum) the same goes for elements 
of string arrays. On the Spectrum you 
cannot have true string arrays. 


OUT OF DATA 


BAD SUBSCRIPT 


This is one of the most common errors. 
In many Basic programs you’ll find lines 
with the word DATA at the beginning. 
These contain numbers or letters which 
the program needs to be able to run, 
and are read into the program with a 
READ statement. Each time there is a 
READ, it will get the next item from the 
DATA line. But, if there is a 
READ but no more DATA 
left to be read, you’ll get 
p this error. 

If this happens, check the DATA 
lines to make sure that they are typed 
correctly. Each item of DATA is sepa¬ 
rated by a comma so if you miss one of 
these out you will merge two DATA 
items into one. This means that although 
the DATA is all there, it will appear one 
short to the computer. 


An array has been dimensioned with a 
DIM statement but you are trying to 
access a part of the array which does 
not exist. For example, the line DIM A 
(100) will give array A 100 elements. If 
you then try to PRINT A(103) you’ll get 
bad SUBSCRIPT. (The number in the 
brackets is known as a subscript). If you 
get this error, check any lines which 
deal with arrays, especially the DIM 
statements. 


UNDEFINED LINE 


REDIMENSIONED 

ARRAY 


A GOTO or GOSUB statement points to 
a line of the program which does not 
exist. 

On some computers, the Spectrum for 
example, if a line does not exist, the 
program will jump to the next available 
line without producing an error. 


Once you have set up an array with a 
DIM statement, you cannot set it up 
again without clearing it first, or typing 
RUN which does the same thing. 

If you get this error when typing a 
program from a magazine then check 
especially for typing errors in DIM 
statements. Check all your GOTO and 
GOSUB statements as well, as a typing 
error may be making the program jump 
back to a DIM. 

This error message may also be cal¬ 
led a DD error, which stands for Double 
Dimension. (No jokes about it working 
wonders, please). 


REDO FROM START 


CAN’T CONTINUE 


Not exactly an error 
message, this, but it s 
will happen if you^jP 
try to enter a string fjF 
from the m I 

keyboard when ft 1 
the program is ex- mg 
pecting a number. 

If the program 
asks for a number ^ 
and your input con-/A 
tains any characters Mm 
apart from the num- mm 
bers 0 to 9 you’ll /mf 
get this mes- m 


When you interrupt a program with 
BREAK or ESCAPE you can usually re¬ 
start it by typing CONTinue. But there 
are some occasions where you can’t 
continue. For example, if you alter the 
program in any way then the machine’s 
memory will be rearranged to fit it in. 
Therefore all previous data is lost and 
you can’t continue running the old pro¬ 
gram. 

If you are going to type something 
before continuing, eg printing the value 
of a variable, make sure that you type 
accurately as you can’t continue after a 
SYNTAX ERROR. 


There are two ways to type in a Basic 
statement. Either with a line number as 
part of a program or without one, known 
as immediate mode. 

There are commands, though, which 
can’t be entered hr immediate (or 
direct) mode but only as part of a 
































MORE FINDINGS FROM THE FAIR 


Further to our report in the January 
issue on the dark doings of the machin¬ 
ery at the computer fair, another chunk 
of printout provides puzzling details of 
Tom, Sue, Alice, Bill and Joe whose 
surnames, not necessarily in correct 
order, are Bilkins, Williams, North, 
Smith and Thomson. Each was attracted 
by a special feature of a machine — 
watertight, 32-bit, own power, tele¬ 
pathic, makes the tea. 

The readout tells us: 

1. No form of liquid was mentioned in 
the advertising of Bill’s computer, nor 
of the one bought by Bilkins. 

2. The lady called Thomson bought her 
computer from stand 3. The other 
lady did not make her purchase from 
an adjacent stand. 

3. Joe did not buy from an odd num¬ 
bered stand. The watertight compu¬ 
ter was not on stand 2. 

4. Mr North bought from an end stand. 

5. Alice’s computer produces its own 
power. The telepathic computer was 
displayed on stand 4 and the 
machine on stand 1 was not bought 
by Williams. 

6. Sue’s computer was not on the stand 
adjacent to that visited by Tom Smith. 
Can you give the full name of each 

buyer, the machine they bought and 
which of the stands 1 to 5 it was on? 


FALSE ARREST 

At least in their latest job Sluffy’s gang 
slightly improved on their previous 
effort. Then they had backed their van 
through the window of Todd’s Videos 
before they read the notice fixed to the 
door which informed visitors that 
Todd’s had moved to the High St. 

This time the gang’s driver did man¬ 
age to reverse into a thriving computer 
shop but, in going too far, wrecked most 
of the main display. As the startled 
owner just watched, one of the gang 
ransacked the shelves and passed what 
he fancied to another who loaded it into 
the back of the vehicle. 

It was a pity, too, that they had pre¬ 
arranged the signal to leave by means 
of a bang on the van’s roof, for when a 
collapsing shelf hit the van the driver 
roared off — leaving his two compan¬ 
ions staring in wild disbelief through the 
smashed frontage. 

When invited later to visit their local 
police station and engage in frank, 
round the table discussions, the gang 
knew that they could not deny the rob¬ 
bery but hoped, if they could confuse 
the law as to who took which part, to 
throw some doubt in the minds of the 
jurors and so lessen their sentence. 



They had agreed that their poorest 
liar would tell the truth all the time ahd 
when questioned he made two true 
statements. One of the others told one 
truth and one lie and the third member 
told two lies: 

AMMER I DROVE THE VAN 

BASHER GRABBED THE GOODS 
BASHER I GRABBED THE STUFF 

CLOGGER DROVE THE VAN 
CLOGGER BASHER DROVE THE VAN 
I LOADED THE STUFF 
The police weren’t confused for long 
and, hopefully, you won’t be either. 

Can you just tell us what part each 
man played in the raid and which of 
them told the truth both times, which 
lied both times and which was half 
honest? 

The first six correct answers out of 


the Computer and Video Games Mem¬ 
ory Bin will receive prizes that will keep 
you puzzling even long than Trevor 
Truran’s mind-boggling brain twisters. 
Thanks to our friends at Vulcan Electro¬ 
nics, we’ve managed to get hold of six 
XL25’s! 

Not they are not space craft from 
another galaxy. These nifty little 
gadgets are a combination of Master¬ 
mind and Simon. But we’re not saying 
any more about them — mainly because 
we haven’t been able to beat the things 
yet! 

Anyway, get your answers to us by 
March 16th and you could be the proud 
owner of an XL25. Send your answers to 
False Arrest Contest, Computer and 
Video Games, Durrant House, 8 Herbal 
Hill, London EC1R 5EJ. 
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SPRING OF EIGHTYFOUR 

In how many different ways are these future 
woolly jumpers for M&S telling us that this is 
LEAPYEAR 84? 



Can you complete this square so that every straight 
line of four numbers adds up to 30 and so make sure 
that 1984 is a magic year (there are, naturally, two ways 
to do it, the easy and the rather hard slog!)? 

GET YOUR TEETH INTO THIS ONE! 



Introduced by the man himself... Terry 
Blank! ‘Settle down now, fan and don’t 
get excited — you never know what it 
does to your liver, or your onions.’ To¬ 
day, a special edition of the dreaded 
Head To Head. 

Each line is a clue 
to a word; thus 
blank teeth could 
be false teeth, or 
shark’s teeth or 
canine teeth or 
even Edward teeth 
(you remember 
him, don’t you?). 

One of the sever¬ 
al choices which 
float into your mind 
may be the right 
one and that is en¬ 
tered into the pic¬ 
ture thus: the first 
letter into the left- 
hand square, the 
last letter into the 
right-hand square 
and the remaining 
letters go in the 
spaces in between. 

Got that? Good. If 
you choose the 
right words then an 
incredible surprise 
will appear — the 
first letters, reading 
downwards, will 
form a word as will 
the last letters. And 


these two words are tied by some bond 
of association in the English language 
— like CHIP and SHOP. Eugene, roll 
back the screen and reveal the first and 
easiest of our samples: 


Blank water 

Blank glasses 

Old blank time 

Blank fair 

























Well done! Another, if you please ... 


Blank time 

Blank rubber 

Day blank 

Car blank 

Left blanks 































And now the third, which has JY lost for words, I can tell you. 

Blank bone 

Blank freeze 

Blank coat 

Storm blank 

Hold your blanks! 
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STOCK 

/nnn Computer Services Limited 

290/298 Derby Road, Bootle, Merseyside L20 8LN. 
Tel: Sales 051-933 5511 Service 051-933 3355 
Telex: 627026 (Stack-G) 


STA CK LIGHT RIFLE 


Available for the SPECTRUM, VIC-20 
and the COMMODORE 64, comes 
complete with 12 feet of cable and 
three exciting action software games 
including "HIGH NOON SHOOTOUT" 
with full sound effects! 


PLEASE SEND ME MISSION 1 FOR MY 

ADDRESS. TICK AS APPLICABLE) 


DRAGON 32 □ SINCLAIR SPECTRUM 48K □ 
EXTRA PASSPORT CODE-BREAKER £2.95 □ 

I ENCLOSE MY TOTAL REMITTANCE OF £ 


M|g«r T R E D 0 ERS MA ° E PAYABLE T0 

DmHAM^D™^ TEMM25) C ^ ANDHEADOUARTERS 1S,FL00R "9 GRANGE ROAD DARLINGTON 


With the development of the SLR 
comes the exciting range of 
software, RATS & CATS, HIGH 
NOON SHOOTOUT, CROW SHOOT, 
ESCAPE FROM ALCATRAZ, 
GLORIOUS TWELFTH and BIG 
GAME SAFARI. 

CONTACT YOUR LOCAL DEALER 
OR ORDER DIRECT FROM 


All this for the incredible price of only 


including V.A.T. 


I3IECCMI: A 
SIECRIiT AGENT 


PROJECT VOLCANO 


Mission Software’s complete package on Project 
Volcano, is probably the most advanced Adventure 
Computer Game Package you have considered this 
U S * not ^ st for the dedicated game player but for 

codes - Messa9es ’ and ,he “6 
OWNEI« UST F0R ™ E SINCUVIR SPECTRUM 48K AND DRAGON 32 HOME COMPUTER 

of’lhe^cret'^ents' Uded 

ss tss^^ssssi. ,he K GB ne,w °* in ,he soviet 

•tl e f^ U ^ rters Wl11 give you '"formation that other Agents have recorded 

8 “" fMeoios - Classi,ied 

SrsSSSS"' 


We know your friends will want to , 
become Secret Agents and use your 
game, we will be quite happy to supply 
them with their Passport and' 
Documents for £2.95 per kit. This way 
you always retain your personal 
Passport and Secret Information. 

• The moment you tell us you have 
completed your current assignment we 
will advise by Secret Data details of 
how to penetrate one of the World’s 
most secret establishments. 


To obtain your Game and personal 
Passport with all its Secret Documents 
send a Cheque or Postal Order for £6.95 
(inc. P.P. & V.A.T.) with the Coupon at 
the foot of this advertisement. 


ORDER MISSION 1 TODAY AND JOIN 
THE GROWING NUMBER OF SECRET 
AGENTS OPERATING FROM COMMAND 
HEADQUARTERS. 


mission 

SOI=TWAKI= I.IMITISP 

COMMAND HEADQUARTERS ■ 1st FLOOR 

49 GRANGE ROAD • DARLINGTON Co DURHAM 
DL1 5NB TELEPHONE (0325) 483344 
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SUPVENIY. the 

i SMALL, FINAL < 

/ADDITION' arrives 
IN THE MICRO! 

•y^/VZ) SHELL START 

AT MEMORY 
LOCATION 9000 AND 
BUG OUR WAY 
THROUGH THE REST 
OF THE PROGRAM. 


WHILE THE BUGS 
SO TO WORM, THE 
MYSTERIOUS STRANGER 
ZAPS TO THE SCREEN. 
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THE BUGS ARE CURRENTL Y IN 
MEMORY LOCATION 8000 ■ 
PLEASE POKE 8000 WirN 

Any value .. immediately. 

TA/S WILL GIVE THEM A 
SEVERE %/OLT AND RENDER 
YOU BOG FREE FOR SOME 

HOURS .__ 
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KNOW WE WERE. 
HERE ?% 


there s a spy in the comp'I 
BUGGED BUGS BEWARE! 
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Dust and Dirt are one of the major causes of keyboard malfunctions. 
Protect yours now with GRAINGATE KEYBOARD COVER. 

Available for the following 

SPECTRUM 

BBC 

DRAGON 

COMMODORE 64 and VIC 20. 

Send £1.25 (inc. P. & P.), stating model to:- 
GRAINGATE LTD. 

Unit 9, Bennerley Court, 

Bulwell, Nottingham. NG68UT. 

Tel. 0602 756097 

Also available from all good computer shops - trade enquiries welcome. 


A way of life for some, a game for others. 

With 3D packaging. 

View the cassette with the supplied 
glasses for fantastic effect. 


You play movie producer Peeko 
Sputburg. After successfully 
selling your script, you are 
plunged into the trials, 
tribulations, madness and 
insanity of the movie world. B ut 
occasionally help arrives as you 
struggle to finish your own movie 
on budget and on schedule. But will 
the public like it? . . . Will the critics 
like it?. . . Will you like it? . . . 

Written in association with a Film Production Company 


★ USES FULL MEMORY ★ ON SCREEN SCORING ★ MUSIC ★ 

★ THEORETICAL 25 BILLION LEVELS OF PLAY ★ GRAPHICS ★ 


£7.95 


FROM 


silly software 


SEND CHEQUE/P.O. to: 61 THORNHILL, NORTH WEALD, 
EPPING, ESSEX, ENGLAND. 

Generous Dealer Discounts - Overseas Orders Welcome 



COMMODORE 04 ^ 
GAMES LIBRARY ^ 


★ Over 160 titles, all the latest & greatest. 

★ Hire of first TWO games ABSOLUTELY 
FREE. 

★ Life membership now only £6.00. 

★ Full 7 days hire period. 

★ Only £1 (inc. p&p) per game. 

★ All originals. 

★ A fast friendly and reliable service. 

★ Each member gets a full catalogue. 

JOIN NOW ON MONEY BACK 
APPROVAL OR SEND FOR DETAILS: 

To: 

Commodore 64 Games Library, 
c/o Yorkshire Software Library, 

13 Park Top, Pudsey, LS28 6BY. 

Please make all-cheques & postal orders pay¬ 
able to “Yorkshire Software Library”. 


TI99/4A SOFTWARE 

PILOT £5.95 

A great new flight simulation game for the unexpanded TI99/4A 
Graphics display of landing strip and terrain map, plus updated instru¬ 
ment panel. Options for take-offs, landing or in flight. Full instructions 
included. Graphics and sound. 

TITREK £5.95 

Defeat the Klingon invasion fleet. Features include 5 skill levels, 
graphics, quadrant display, galaxy map, phasors, photon torpedoes, 
long range scans, damage reports, shield control, impulse and warp 
drive. Eight by eight galaxy. Full instructions included. Graphics and 
sound. 

Send cheque or P.O. or telephone with Access/Visa for immediate 
despatch. Please add 50p p&p to orders under £7. 

Orders over £7 post free. 



APEX SOFTWARE 

Swiss Cottage, Hastings Road, 
St. Leonards-on-Sea TN38 8EA. 
Tel. Hastings (0424) 53283 



C & R COMPUTER SALES 

33 Burton Road, Lincoln, LN1 3JY 


Tel: 0522 26699 


ATARI A600XL .£151.99 

ATARI A800XL .£237.49 

ATARI A800 inc. programming 

kit.£284.99 

ATARI VCS 2600 inc. free 
Pacman.£69.95 


COMMODORE VIC 20 ...£94.99 

COMMODORE 64 .£217.55 

0RIC48K .£132.95 

S0RDM516K.£142.45 

Beta & VHS VIDEO “GETTING 
DOWN TO BASIC”.£38.95 


Miam vus KEYBOARD ENHANCER .£ 33.95 

Software and peripherals available for all the above items Software is 

m S N 0 ri a AiD 7 b Y e 91 f0r D , the BB S DRA G0N. SINCLAIR ZX SPECTRUM, 
SINCLAIR ZX81. Please send LARGE S.A.E. for lists stating type of 
hardware you use. 

Free p&p (U.K. only). 

Please send cheque payable to C. & R. Computers and please allow 21 
days delivery. 
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HOPE you enjoyed last month’s 52 
page book of games and didn’t have 
too much trouble entering the listings. 

Program Extra is very interested in 
improvements to the listings we’ve pub¬ 
lished and conversions too. So if you think 
you can improve on a C&VC game, then I 
would like to hear from you. 

HAT’s happened to all our BBC 
programmers. Have they be¬ 
come shy all of a sudden? 

C&VC has been experiencing a 
strange new phenomenon — a lack of 
good BBC games. What once was a flood 
has now turned into a trickle of good 
listings. C&VC are always on the look out 
for good games for all popular micros. So 
if you’ve got a game lying around, please 
don’t hesitate to send it in, together with a 
software form from the back of the maga¬ 
zine and a list of variables and instruc¬ 
tions. 

So get programming, and remember 
we pay ten pounds for each game pub¬ 
lished and the author of the program of 
the month receives 25 quid. So what are 
you waiting for?! 

R P Burgess of Caterham, Sur¬ 
rey has sent Program Extra a 
short program to disable the Dragon 32’s 
break key: 

10 poke 411,229 
20 poke 412,203 
30 poke 413,4 
40 poke 414,237 
50 poke 415,228 
60 poke 410,236. 

After running this program, the break 
key will appear not to work. Very handy, 
especially if you don’t want peeping 
Toms taking a sneaky look at your mas¬ 
terpiece of programming. If at any time 
you need to re-enable the break key, just 
type poke 410,57. 

T EXAS owners will remember our 
great game Paratrooper in the Jan 
’84 issue. Mike Waldron of Sheffield has 
sent C&VC an improved version of the 
game. The alterations make better use of 
the TI’s graphics and colours and dis¬ 
plays a score throughout the game. 

Add the following lines to the listing: 

213 CALL CHAR(140, “0 00000000 
30 30 30 3”) 

232 CALL CHAR(141, “00000000 
C0C0C0C0”) 

280 CALL CHAR(112, “0000030F 

3F3F7FFFFF7F3F070000000000008 

0F8FCFFFFFFFEFEFCF”) 

300 CALL CHAR( 121,“ “) 

310 CALL COLOUR(14,10,1) 





311 CALL COLOR(14,10,1) 

312 CALL CLEAR 

313 CALL KEY (0,K,S) :: IF S 1 THEN 314 

320 CALL SCREEN(5) :: CALL CLEAR :: 
CALL MAGNIFY(3) :: RANDOMIZE 

321 SC-0 

322 DISPLAY AT (1,3):SC*100 
340 CALL HCHAR (22,1,121,96) 

390 CALL SPRITE(#A+1, 108,A+11, 

(A* 10)4-20, RAN(250), 0,RAN(20)+3) 

391 CALL COLOR(#3,2) 

401 CALL HCHAR(21,9,140) 

410 CALL SPRITE(#26,112,4153,170) 

411 CALL HCHAR(21,23,141) 

420 CALL SPRITE(#25,112,4,153,200) 

421 CALL HCHAR(21,26,140) 

430 CALL SPRITE(#24,112,4,153,64) 

450 CALL SPRITE(#A+6, 

100, A 4- 7, A* 14+61 ,RAN(250)) 

470 CALL SPRITE(# 1,96,8,10,100,0,-20) 
590 CALL SOUND 
(100,1000,0,250,0,500,0,) :: CALL 
DELSPRITE(#28) :: SC+1 :: DISPLAY 
AT(1,3):SC*100 :: GOSUB 600 :: GOTO 
480 

And then finally, delete the lines 
200,210,220,230 from the original listing. 

HIS issue will prove a real hit with 
Sharp owners who are addicted to 
fruit machines — see Slot Machine on 
page 96. One small problem though, 
we’ve lost the name of the author. So if he 
would like to claim his ten pounds, we 
would be most happy to hear from him on 
278-6556. 


R P EDWARDS of Wrexham 
has sent Program Extra a tip 
that will give Spectrum owners a little 
more time. 

Programmers sometimes require a 
certain time to test to see if a key has 
been pressed. This can be achieved by 
using the statement: LET 

T-7997—USR7997. 

The variable T contains the time in 
fiftieths of a second. The computer will 
wait for up to two minutes and 40 seconds 
for a key to be pressed which is very 
useful for displaying instructions. The 
user can then decide to read them or 
press any key to move on to the rest of 
the program. 




J HAT about wraps it up for another 
I month except to remind you that 
Program Extra is interested in tips, hints 
or program improvements for any of the 
popular micros. Remember we pay at 
least £10 for each one we use. 

Program Extra is also particularly in¬ 
terested in receiving articles on program¬ 
ming or any computer-related topic that 
you may have written or are thinking of 
writing. 





































GOING THROUGH 
THE PILE 

During the past month I have been 
playing my way through a pile of re¬ 
cently published Adventure games, and 
now find I run the risk of courting 
unpopularity among non-Spectrum 
owners! 

But on this occasion, the anti-Spec- 
trum lobby should hold their fire. The 
trouble is, there are so many Spectrum 
Adventures around that the poor Spec¬ 
trum owner deserves some extra help 
through a veritable minefield of soft¬ 
ware. And a minefield it is, for the 
Spectrum games I have played, with 
one exception, are so weak that if there 
was ever an Adventure equivalent of 
“The Worst of Hollywood”, then many 
would feature. 

Spectrum owners are, at the time of 
writing, unable to set themselves a 
bench-mark by playing a Scott Adams 
game, so it is only right that the worst as 
well as the best should be mentioned. 
Which leads to an interesting thought! 
Perhaps a new method of rating Adven¬ 
ture games could be points in a range of 
one to ten on the Scott scale. A universal 
measure of Adventure quality — “This 
game rates 3.25 Scotts” — would, 
perhaps, speak for itself! In that case, a 
number of Spectrum games listed here 
wouldn’t merit more than a handful of 
Scotts between them! 

QUITE A 
SPECTRACLE! 

Following closely on the heels of 
Valhalla, but from Doric and relatively 
unsung, comes The Oracle’s Cave, for 
Spectrum (what with Doric and Oracle, 
somehow this seems the wrong micro 
for the game!). 

Since animated graphics are again 
the order of the day, comparison is 
inevitable. In Oracle, the graphics are 
used in an entirely different way. Your 
little figure not only moves around, but 
the location ‘pans’ with him, so there is 
no sharp cut-off of one picture to be 
replaced by another thus movement is 
smooth and continuous. 

Response is fast compared with 
Valhalla, making the game a pleasure to 
play. At the outset, you may choose one 
of four quests — obtaining a treasure 


guarded by a mummy, centaur, dragon 
or knight. You must collect, in all, 40 
units of treasure to complete the quest. 

The game is played in real time, and 
the maximum playing time is one hour 
(Oh happy reviewer!) Each game starts 
off with a new network of caves. Com¬ 
mands are entered as single letters, and 
the permissible options are displayed at 
all times. For example, if you type ‘m’ for 
move, then your next options might be 1, 
r, u, d, s, meaning left, right, up, down 
and secret passage. 

Unfortunately, this very good game is 
let down by its lack of instructions to the 
user. The cassette inlay gives some 
instructions, true, but they in no way 
make it clear exactly how to use and 
manipulate things, nor how to use or 
interpret the cave map inset to the 
bottom right of the display. This can be 
easily overcome, of course — produce 
an instruction booklet quick, Doric! 

The Oracle Cave is from Doric for 48k 
Spectrum, and costs a modest £7.95. 

CENTRE 

DUNGEON 

The instructions of Middle Kingdom 
load separately up to 26 hex, and are 
extremely complicated, occupying an 
incredible 11 screens. They are also 
written in an extremely bad style, with 
poor grammar and spelling. If you can 
remember them after the main program 
has replaced them in memory, you are 
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probably the type that can quote the 
complete works of Shakespeare. 

The main part of the game is reminis¬ 
cent of Dunjonquest games but, being 
on the BBC, is much faster than the 
TRS-80 Hellfire Warrior, and enlivened 
with colour and sound. 

First you choose your character, 
weapons, and armour and then move 
around from room to room, doing battle 
with goblins and the like, using the 
special function keys to select the type 
of blow you wish to deal the enemy. 
Optional speed of messages and skill 
level is provided as well. 

Not really my cup of tea, but a very 
good game of its type. Pity about the 
instructions — why on earth couldn’t 
they have been committed to paper? 
Perhaps the mis-spelling and poor 
grammar would put people off buying 
the game if seen in advance? 

Middle Kingdom is from Pro-Software 
for BBC priced £7.95. 

MULTIPLE 


DODGE 


1 


BY KEITH CAMPBELL 


T 


Arcade versus Adventure is often a 
theme of readers’ letters and, in Dodge 
City, the two are brought together. 

First an arcade game must be played 
up to skill level 12. You ride across the 
desert collecting mail, pursued by ban¬ 
dits, avoiding cacti and oncoming bul¬ 
lets. As you complete each alternate 
skill level, you are presented with a clue 
to the Adventure, and this culminates in 
the receipt of the pass word to enter the 
Adventure section. 

Into the Adventure itself then, and 
you find yourself in Dodge City, about to 
face a murder charge, and all the evi¬ 
dence stacked up against you. You must 
choose (1) to make a break for it or (2) 
submit to arrest. You choose (1) and 
find yourself looking into the guns of the 
Deputy Sheriff. You must decide (1) to 
raise you hands and surrender or (2) 
jump from the balcony ... 

Get the picture? Yes, at last a real 
multiple choice adventure. It has instant 
‘wide-screen’ graphics and a good 
sense of humour. It would probably 
make a good board game, and is cer¬ 
tainly to be recommended for wallies 
wishing to boast of their Adventure 
prowess. Adventurers leave well alone. 
And the arcade game? (1) you like it or 
(2) you don’t. 
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Dodge City is from Phoenix Software 
for 48k Spectrum, priced £9.95. 

URBAN BORE 

Another game for the Spectrum I would 
not borrow, let alone buy, is Urban 
Upstart from Richard Shepherd Soft¬ 
ware. 

The idea is good enough — quite 
original in fact. You must escape the 
environs of Scarthorpe, a town so de¬ 
pressed that the unemployed queue up 
to queue up for a job. 

The trouble is that the implementation 
ruins the idea. The top of the screen 
displays a picture of each location, 
starting off in your house, and progres¬ 
sing eventually out and around this neg¬ 
lected town. 

When you are outside a fish and chip 
shop, neither CHIPPY nor SHOP are 
recognised, and a bank, pictured and 
described, goes unrecognised likewise. 
I didn’t bother with Arthur’s bookshop. 

There are plenty of locations and 
pictures, and if you are hypnotised by 
watching your Spectrum slowly fill in 
your screen with blocks of colour, then 
you’ll be in a trance in no time, for there 
is no ‘graphics-off switch, and to move 
around takes upwards of ten seconds a 
go. 
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To cap it all, should you catch 
pneumonia out on the cold damp 
streets, an ambulance will take you to a 
hospital which turns out to be a pers¬ 
pective maze. 

All this frustration caused me to type 
nasty words at the game, whereupon I 
was whisked off to gaol on an obscenity 
charge. Non-moving commands are 
answered fairly promptly, so I tried my 
hardest to get out, all to no avail. Unfor¬ 
tunately by then, I had lost faith in the 
game and decided to pursue it no furth¬ 
er. 

Urban Upstart , is from Richard 
Shepherd Software for 48k Spectrum, 
priced £6.50. 

A THING IS A 
THING IS A THING 

The Warlock of Firetop Mountain, from 
the Puffin Personal Computer Collec¬ 
tion, comes in a card sleeve, complete, 
as might be expected with a name like 
Puffin behind it, with a full-length paper¬ 
back. 

The package is billed as “A fighting 
fantasy game with revolutionary ani¬ 
mated graphics . . . AND the original 
best selling book.” 


Well, forgive me for associating a 
fantasy game with Adventure, and for 
assuming there would be a connection 
between the book and the accompany¬ 
ing Spectrum cassette. 

The book is best described as a 
‘multiple choice’ Adventure, where, by 
use of a dice and selecting the next 
move from a choice of two or three, the 
player proceeds from paragraph to pa¬ 
ragraph, moving on to the paragraph 
indicated by his selection. This means 
constant and rapid page-turning, as 
there are 400 numbered paragraphs, 
and the result can perhaps be de¬ 
scribed as an Adventure story read in 
random order. 

Not so the software, which, not un¬ 
reasonably, I anticipated would be a 
computerised version of the book. It is 
not. The game is almost identical to 
Halls of the Things from Crystal Com¬ 
puting. 

Guess who wrote the program? 
Messrs Mottershead and Brattel of 
Crystal Computing. Phew! What a 
coincidence! And you bought both? 

Ever been had? 

Warlock of Firetop Mountain for 48k 
Spectrum from Puffin at £6.95. 
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REAL TIME 
WIZARD 

One of the better games in the pile was 
Keys of the Wizard which loads on a 
Dragon 32. 

This adventure is played in real time 
with a choice of three skill levels. 

Sounds like an arcade game, doesn’t it? 

Well, this one is definitely a text adven¬ 
ture! The skill level determines the diffi¬ 
culty in finding treasures, the ease of 
killing adversaries, and the activity of 
special nasty tricks. It is advisable to 
start at level one to get a feel for the 
game before progressing and, at this 
level, it is estimated the game will take 
between two to six hours to complete. 

The cassette inlay give a list of verbs, 
creatures, weapons and abbreviations, 
the latter including a command to pause 
the play. 

At the top of the screen is displayed 
the time, physical status of the player 
and creatures, and current score. The 
conversation scrolls beneath and has a 
fast response. 

The adventure network is seemingly 
vast, but unfortunately I found the voca- 
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and slide or monster, or 

that trees 

best and Linda Thompson up 
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got through the 
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abreast of new 
... almost every 
desperate plea or two g 
,j that I have not heard from 
ot Blackpool is one^hasb 


- 

bulary to be fairly limited, and got the 
impression that most locations were 
compiled from a random list of descrip¬ 
tions and exits. 

Not a bad game though, one that is 
worth persevering with, and coming 
back to. 

Keys of the Wizard is from Microdeal 
for Dragon 32 priced £8.00. 


A saddle hangs on the wall: 
Examine saddle — You can’t 
Get saddle — It isn’t here. 

In the Assay Office: 

There is an upturned filing cabinet. 
Open cabinet — There isn’t one! 
You’ve heard Scott Adams games will 
soon be available for the Spectrum, 
haven’t you? Well this isn’t one of them! 
Described as a graphical adventure, all 
outdoor locations are displayed on part 
of a map — pretty redundant stuff since 
all the necessary descriptions and exits 
are provided in the text anyway. 

Ghost Town is written by a teeny 
bopper with no dictionary, John Pick- 
ford. How Virgin Games have the nerve 
to give such trivia the name of a great, I 
cannot understand. Perhaps they don’t 
even know there is already a Ghost 
Town ? They should stick to producing 
records, and leave Adventures to those 
with some knowledge. Or could it be 
they are hoping to confuse Spectrum 
owners? 

Ghost Town from Virgin Games for 
48k Spectrum, a rip-off even at £5.95. 


DEFINITELY NOT 
SCOTT! 

EDITOR 


believe it or not, spelling is 

as found! 

In the hotel lobby: 

The walls are elaboratley decor¬ 
ated. 

Examine walls — You can’t. 

In the hotel room! 

There is a bed in one corner with a 
dirty matress and a single pillow. 
Lie down — you can’t. 

Sleep — you can’t. 

Examine pillow — You can’t 
Lift pillow — OK. 

Should you now LOOK you will see a 
small key. 

In the stable: 
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TERMINAL 




PLUMB CRAZY! 

Stop the tank exploding by SPljj| 
using your skill and ingenuity. 
beware the ghost! 

Fun-action game for Commodore 


TERMINAL 


TERMINAL SOFTWARE 

28 CHURCH LANE, PRESTWICK, 
MANCHESTER M25 5AJ. 

Telephone: 061-797 3635 or 061-773 93J3 

INTERNATIONAL 

wicosoft dOsseldorf, tial almhult, 

AA3HIMA - ROTTERDAM, CARAT K0BENHAVN 
ZX AFRICA-SOUTH AFRICA, OZLSOFT-AUSTRALIA, 
ALPINE-NEW ZEALAND, MICRODIGIT AL-U.S. A. 


Available from leading computer shops 
and distributors, including:- 



CentreSoft 

WEST MIDLANDS. 


Selected Lewis’s 
and Co-op 
Stores 

SoftStrop 

International 


PCS 

BLACKBURN, 



f ERRANT! AND 
DAVENPORT LTD 

















There must be more to a micro 

than zapping monsters 

See how much more when you plug into 
Micronet 800 ~a multi-million 
pound database that 
lets you play games 
as well. 



!TO\ 

AWAIT 

Systems 


Recognition 
of Information 
Technology 
Achievement 


r 


nnovation of the year 

Please send me the full facts about 
Micronet 800. Not forgetting the games! 

Name __ 


Make/Model of Micro 
Address __ 


Telephone ____ cvg 3 

MICRONET 800, Scriptor Court, 


Micronet 800 helps your micro come of age 

It is the sophisticated network that many popular makes 
of micro can plug into via the telephone, giving home micro 
users new horizons to use and explore. 

Micronet 800 lets you communicate 
through your micro... 

... By linking you into a network of thousands of micro 
users who always have something new to say to each other. 
Through Letters to the Editor, Clubspot (for computer user 
groups), Swapshop (our electronic bulletin board) and 
electronic Mailbox, Micronet keeps you in touch with other 
people who want to do more with computers than just 
play games. 

Micronet delivers to your micro our 
electronic newspaper and PRESTEL 

Newsflashes give you news and reviews on new 
equipment, software and computer applications. 

A Microbase dedicated to your type of micro contains 
technical hints and tips. You also have access to other 
facilities on “ Prestel: Homebanking with Homelink, world and 
business news, teleshopping and much more. 

Micronet 800 gives you software 

Offering you some ofHhe best software bargains around. 
Through your phone line and straight into your computer. 
Scores of educational and utility programs are included. 

And a wide range of terrific games software. Many of which 
are completely free and constantly changing every few 
weeks - just in case you want to take another zap at those 
monsters again. 


mi 


|_155 Farringdon Road, London EC1R 3AD j 



MICRONET 800, Scriptor Court, 155 Farringdon Road 
London EC1R 3AD.Telephone: 01-278 3143. 


It’s enough to blow the mind of any micro! 

One of the many faces on Prestel 


Prestel and the Prestel symbol are trademarks of British Telecommunications 
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BANDERSNATCH 


48KSPECTRUM 


PROGRESS REPORT 


It was only a few short weeks ago that (from left to right) Ian Weatherburn, John Gibson, Eugene Evans 

and Mike Glover were given their original brief.Produce the two most exhilarating computer games 

ever’. 

I he tension is begining to show; their once smiling faces are now drawn and haggard, their eyes are 
bloodshot, PSYCLAPSE & BANDERSNATCH are beginning to take their toll. 

I he atmosphere in ‘Imagine House’ is electric; will they succeed? Can they maintain their sanity? Will 
they crack under the mental burden? 

Rumours abound they’re adventure games, they’re arcade games, they’re completely original concepts 
in computer entertainment. 

CAN YOU CONTAIN YOUR PATIENCE? 


COnSUmRBLES TD DATE 


Coffee consumed 1008 

Soft drinks consumed 897 

Sandwiches consumed Ham 204 

Cheese & Tomato 314 
Salad 353 


COMING SOON FROM IMAGINE, 

PSYCLAPSE & BANDERSNATCH _ OTHiegan 

Imagine Software Limited, 5 Sir Thomas Street, Liverpool, Merseyside LI 6BW 
Dealer Enquiries Contact: Colin Stokes on 051-236 8100 (20 lines). 









ENGLISH SOFTWARE 

is available from selected 
branches of: 

LA5KY5 

JOHN MENZIE5 

GREENS 

and all good software dealers. 


ALL CASSETTE & DISK GAMES 

omy«fQ Q 1 ^ ^40 


PROGRAMMERS: 

CAM YOU PASS OUR 5CREEM TEST? 


MEW FOR THE COMMODORE 64 

5UPERPOHT 4.0 Cassette Our new character generator lets you 
re-define and shape your own character sets. Full editing facilities and 
documentation, f 6.95 

5PRITE MAKER 64 Cassette Design and save beautiful multicoloured 
sprites, and use them In your own programs! Full editing facilities 
and documentation. £6.95 


We're always on the lookout for new programmers. If 
you can work to the English Software standard of quality, 
we'll reward you by marketing your programs across 
Europe and the USA! Contact us today 


BOMBASTIC! 16k for Atari £9.95 


HYPERBLAST 32K by John Brierley 

Simply the best arcade-action game ever 
written in 32K! Defend your Atari against 10 waves 
of the most awesome creatures ever to inhabit your 
TV screen! 


CAVERUNNER 32K by Martin Cawley 

It's a leap and a bound through dangerous 
waterfalls, across exploding volcanoes, braving 
sticks and stones after the prizes of a lifetime! 


AIR5TRIKE 2 16K by Steve Riding 

The new version with incredible graphics and 
joystick bomb control! English Software's best 
scrolling game ever! 

AIR5TRIKE 116K AVAILABLE AT ONLY £6.95!! 


JET BOOT JACK 32K by Jon Williams 

Our space-age jogger takes you on a Ten 
Screen chase through the vinyl vaults of the 
PRESSING PLANT! Bugs and gremlins make it the 
experience of the age!_ 


NEPTUNE'S DAUGHTERS by Mark Taylor and Ralph Frumin 
Our 1st multi-screen game for the 
COMMODORE 64 ONLY-rescue the beautiful 
daughters from the clutches of the evil serpent! 


EIREPLEET 32K by Manuel D. Caballero 

Pilot your space cruiser through the corridors of 
the unknown-avoiding cannon, forcefields and nasty 
little tanks! BEAUTIFUL vertical scrolling graphics! 


ATARI COMPUTER 
OWF1ER5... 

TAKE 

THE ULTIMATE 
SCREEN TEST 


BATTY BUILDERS 16K by Manuel D. Caballero 

One of the best non-violent game programs 
ever written! Can you rebuild the walls before the 
falling blocks and TNT stop you? 


CAPTAIN STICKY'S GOLD 16K by Steve Riding 

Steve's latest game sends you to the bottom of 
the ocean in search of lost gold, with only your 
harpoon to help you! 


Games to excite you. Games to stretch 
your skills to the limit, and beyond. 
English Software programs will always 
put you to the ultimate test 
But first, put us to the test See the quality 
of all our screens for yourself at your 
English Software dealer, including leading 
Spectrum shops-or order any program 
direct from us. 

You'll find that we'll pass your screen test 
not just once, but every time! 


CORE:0005 HIGH:0000 


STEEPLE JACK 16K by Peter Hawkins 

Climbing higher and higher up moving ladders, 
STEEPLE JACK encounters flying ghosts and falling 
elephants in his quest to reach the top! Is it real or 
just a dream? 


DIAMONDS 16K by Simon Hunt 

Join the hunt for the Great White Diamond 
through 16 levels to win a real diamond - full details 
of the Diamonds Competition with every copy! 


THE POWER OF EXCITEMEHT 

The English Software Company, 
Box 43, Manchester M60 3AD. 

TELEPHOME 061-835 1358 


TFEDT 


TRADE DISTRIBUTION: CALI5TO, CENTRE SOFT. 50FTSEL C.E 

LIGHTNING, SOFTSHOP [ - 

PCS., TIGER. A PSPl 


TAROT CARD 16K by Tony Austin PRICE £12.95 
Supplied complete with detailed book, TAROT 
CARD looks into the secrets of the classic fortune 
telling pack of cards. Full graphic display. 


JUST OUT! JUST OUT! JUST OUT! 


All English Software programs are sold according to the English Software Terms of Trading, copies of which are available on request. 
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THE SOUND 
OF MUSIC 

I can hear music sweet, sweet 
music! Don’t worry we’re not about to 
unleash Bug Hunter’s musical talents 
on the world. Not yet anyway! Next 
issue we’re running a special series 
of music synthesiser programs for 
the top micros — including the Spec¬ 
trum and BBC. We’re going to ask 
you to use these programs to write 
us a tune and enter it in our great 
music contest. 

We’ve asked Vince Clark of Yazoo 
and The Assembly to judge your 
tunes and pick the winners for us. 
The first prize will be very expensive 
and very exciting. But you’ll have to 
buy the next issue of Computer and 
Video Games to find out just what it’s 
going to be. 

Keeping up the music theme we’re 
going to print a wonderful “sound to 
light” program again for many popu¬ 
lar micros. This will enable you to 
listen to your favourite records while 
watching a wonderful light show on 
your TV. 

We will also take a look at some of 
the professional music synthesiser 
programs available in our Reviews 
section. 

While we’re on the subject, we will 


be asking Vince Clark just how he' 
uses computers to make music in a 
special star interview. Meanwhile, 
over in the United States of America 
... the giant Consumer Electronics 
Show has just finished and Computer 
and Video Games was there to bring 
you all the hot news from the other 
side of the Atlantic. If you want to 
know about the latest games, new 
computers and even Robots, pick up 
our April issue. 

Plus, finally, the winners of our 
Golden Joystick Awards — a report 
and pictures on our grand presenta¬ 
tion dinner in London last month. 

There will be all your favourites 
too — plus some of the best games 
listings around for almost every 
micro under the sun. So don’t forget 
to rush around to your newsagent 
and sing for your copy of Computei 
and Video Games. 

STAR-CROSSED 
BOOK OF GAMES 

Where were the stars then? The 
competition stars in the Book of 
Games. 

We have to own up — we simply 
missed them out! Well, it was Christ¬ 
mas when we put the Book of Games 
together after all. Perhaps we all had 
one lemonade too many that day. 


Anyway, don’t despair, the competi 
tion is still open — even if you don’t 
know what games it applies to! 

If you get a top score on one of the 
games, simply fill in the coupon 
you’ll find on the Book of Games 
contents page (we did manage to 
remember the coupon' V cut it out 
and send it to Computer and Video 
Games, Book of Games Hi-Score 
Contest, Durrant House. 8 Herbal 
Hill, London, EC1R 5EJ. 

Top scorers on the games will get 
a games tape for their computer 
from the C&VG treasure chest which 
is brimming with goodies! 

Here’s a list of the games you can 
enter on: Chopper Chase, Cavern 
Raider, Front Gunner, Zombies, Milli- 
man, Frogga, Snakes, Psycho Circuit 
and Meteor Attack. 

Anyway, because of the hitch, 
we’ve moved the closing date which 
is now March 16th. So don’t delay - 
enter today! ^ — 

_— — — “T-Please deliver « 

| Tomynewsage p q{ ComP uter \ 

\ reser 7®,r Game! every month. * 

l 


. and Video Games 
* price 85p- 
t Name. 

I Address . 


I 


._____ J 


PLEASE ENTER Tt 

G f 

■ My high score is: 

1ESE SCORES IN TH 
IMES CHAMPIONSH 

My high score is: 

IE C&VG ARCADE "! 
IPS 

My high score is: 

■ It was scored on: 

It was scored on: 

it was scored on: 

1 (name of machine) 

1 The manager of the pub/arcade 
- who witnessed my score is: 

(name of machine) 

The manager of the pub/arcade 
who witnessed my score is: 

(name of machine) 

The manager of the pub/arcade 
who witnessed my score is: 

| His/Her Signature 

His/Her signature 

His/Her signature 

| Name/address of pub/arcade: 

Name/address of pub/arcade: 

Name/address of pub/arcade: 




| My name is. | 

■ Address. ■ 

^ .Telephone. ^ 


r M-O-N'T-H d N-E-X*T"M-Q-N*T'H 
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DJB 

-Software^ 


ATARI 400-600-800 RENTAL CLUB 


Be one of the first to try out the very latest 
releases. For the most comprehensive selec¬ 
tion of the best and most popular games avail¬ 
able on cassette and cartridge. Constantly 
updated. 


Send S.A.E. for details to: 

D.J.B. SOFTWARE (Dept C.V.G.), 

59 WOODLAND AVE, HOVE, SUSSEX. 
TEL: (0273) 502143. 


BBC PROGRAM LISTINGS. Any length Fast ser- 
vice. Send tape, S.A.E. (23p) and 80p. Cheques to 
O. Clarke, Brookfield, Chamberhouse Millane. 
llThatcham, Berks. RG13 4NY. 



SHARP MZ700 


AK SOFTWARE SPECTRUM PROGRAMMERS. 

I We are desperate for original machine code games 1 
| programs. Excellent royalties. Send tape(s) with 
| full documentation to: AK Software, 


A range of exciting colour software games and 
utilities from as little as £2.95. Send s.a.e. for 
full descriptive catalogue. 

Programmers wanted for original software 
publication. Write for details on evaluation, also 
for MZ80 A/K. 

Trade enquiries welcome. 

K-SOFT COMPUTERS, 56 BOLHAM LANE, 
RETFORD, NOTTS. DN22 6SY 


Imported direct from U.S.A. manufacturers. 
Send for full list to: 

Telecomms, 189 London Road, North End, 
Portsmouth P02 9AE» 


ACORN ATOM games. Q'bert. Rampage, both 
• games are 12K Ram (hi-res) and are £4.95 each. I 
Send s.a.e. for details or cheque to: Plasma Soft¬ 
ware, 10 Plantation Road, Bangor, Co. Down, N 
preland. 


Close, Buckingham MK18 1NA. 

i ,, v ■■■■■■ 


ATARI 408/000 OWNBtS 

CARTRIDGE CITY 

for Atari 400/600/800 and Commodore 
64 cart, rentals. Yearly membership £5. 
Rates from 20p per day (equiv.). 

Large SAE appreciated. 

CARTRIDGE CITY, 25 Gaitside Drive, 
Aberdeen AB1 7BH. Tel. (0224) 37348. 


Learn French or German and save money! £10 
off Atari language course. Send only £29.99. 

Warehouse 10, 210 Tower Bridge Road, 
London SE1 or phone 01-407 8793. 

All credit cards accepted. Callers welcome. 
Open 7 days a week. 




TI99/4A USA SOFTWARE 



WINGING IT — Flight Simulator Fly a plane in this 
excellently visualised simulator. Ground map and 
weather indicator chart your progress on a randomised 
earth simulacrum. Once flying, three games test your 
skill. Tl Basic. £7.50 inch p&p. 

HANG GLIDER PILOT — a hang-glider trainer with 
both terrain map and on-screen instruments. Soar like 
a bird on ridge-lift and thermals but watch out for sink 
over lakes and forests. Tl Basic and Extended Basic 
versions (please specify). £8.95 incl. p&p. 

S.A.E. for Catalogue 

MIND GAMES 


7 Oakwood Drive, Preslbury, Cheshire 
SKfO 4HG. 


COULD YOU better Bournemouth? Bounce Brigh- 
|ton? Beguile Newcastle? Send for LIVERPOOL, 
|THE football manager game for the 48K Atari and 
|find out! £8.45 to D. Corbishley, 212 Walmersley 
: Old Road, Bury, Lancs, or write for details. 


g>ofttoare 

Texas TI99/4A Software 


Extended BASIC 


T.3 The Crazy Fun House* . 

. £7.95 

T.4 Blackbeards Treasure . 

. £7.95 

T.8 Bouncer* . 

. £7.95 

T.9 Kong* . 

. £7.95 

T.11 Diablo . 

T.12 Games Pak III* 

. £8.95 


(contains Kong, Bouncer, Romeo) 
T.13 Treasure Hunt . 


.£14.95 
. £9.95 


Books 

B.1 The Smart Programming Guide for 
Sprites . 


£6.95 


= Joysticks required. All prices inc. p&p. 
Send SAE for detailed list. Cheques/POs to 

Timeless Software, 3 Bridgend, 
Fauldhouse, W. Lothian EH47 9HF. 


ZX81, Spectrum, Dragon, 
BBC & Vic 

Software Lending 
Library 


We have for hire programmes for your com¬ 
puter. Hire charges start at 50p (ZX81). £5 life 
membership (less than the cost of a single 
game) brings you the SOFTWARE LENDING 
LIBRARY membership kit, inc. catalogue and 
newsletter. We now have over 200 hire titles, 
mostly for the Spectrum. Send cheque/P.O. for 
£5 to: Software Lending Library, P.O. Box 3, 
Castleford, West Yorks (Dept. 1) stating 
name and address and computer type. All 
tapes used with manufacturers’ permission. 


ATARI 400/800 0WNBIS 


PYRAMID (32K) Antic Mode 4 graphics. Explore 50 
rooms, fight monsters and open mummy cases. Will 
you find the “Gold Mask”? 

PONTOON (16K) Bet, stick and twist. 1 or 2 player. 
Can you beat your computer? 

DOODLE (16K) Become an artist. Features include 16 
colours or shades, circle, fill in, save and load plus 
many more. 

Software £7.95 each. Cheques and P.O. to 

I.M.J. SOFTWARE, 12 WYNYARD STREET, SEA- 
HAM, CO DURHAM, SR7 7LT. 


ATARI 400/800 SOFTWARE. Large range in 5 
on disc and cassette. Also role-playing and r 
miniatures. At New Adventurer in The Co-Op, 

. Street, Gillingham, Kent. 

• ■: - : - ,::lf 

——-.- 


t stock ] 
I metal j 
P, High 




STYXFAX 


for ATARI 

A series of inexpensive information sheets 
I of hints, demo listings and routines to 
^provide the aspiring programmer with a constant 
source of reference and ideas 

Send S.A.E. for details and introductory offer NOW! 

STYX SOFTWARE 58 Devon Drive Chandlers Ford 
Eastleigh Hampshire S05 3GH 



STYK! 

software — 


ATARI 400 OWNERS. At last, it’s possible to 
1 connect a Standard Keyboard. Technical details 
£3.50. R. McLoughlin, 28 Highfield Road, High- 




. .. 

. 

SOCCER BOSS for the Commodore 64 from AMP J 
[ Software. Buy and sell players, avoid bankruptcy! 
I and win the league. Full league table display and 1 
|results. £5 cash or P.O. to A. Tomalin, 170 Syweil I 
Road, Overstone, Northampton. 

I 


MZ- 80 K SOFTWARE 







TI99/4A 


CBM 64 


Jellybeans 

£4.95 

Hunchback 

£6.20 


Gold Miner 

£5.40 

Hexpert 

£7.15 


Tri-Light 

£6.75 

Scramble 

£7.15 


King Tuts 


Mission 0m 

£7.15 


Tomb (Ex. B) 

£7.15 

Super Copter 

£5.05 


Texas Joystick Adapter £9.95; 

Quickshot Joystick £9.95; 


Please send S.A.E. 

for Lists stating machine. 



L0ADE ENTERPRISES, c/o Ensemble (CVG) 35 Upper Bar, 


Newport, Shropshire TF10 7EH. Tel: (0952) 813667. 








ATARI WORD PROCESSING 


(Free delivery) 

Star Gemini 10X dot matrix printer 120 cps. (All 
the features of EPSONS FX80 at £395) Only 
£247 inc VAT. 

Atari printer interface fully compatible with all 
software (EPRON driven). Only £70 inc VAT. 
Buy both for only £300 inc VAT. 

MICRO RESEARCH, FREEPOST, INDUST¬ 
RIAL UNIT 6, KNIGHTSBRIDGE EAST, 
LIVINGSTON, WEST LOTHIAN, SCOTLAND. 
Tel: 0506 31605. 


STARTREK with speech £6.00 

Save the Federation from the Klingons in this game where the computer 
actually speaks to you. 


SCRAMBLE £4.50 

Excellent graphics in this fast action game containing 3 stages and 8 
directional control. 


DIAMOND MINE £4.50 

Contains 4 different screens where you have to go down a lift, through a 
tunnel, over a lake and into the Diamond Cave to collect the Diamond. 


Send a 35p P.O. for catalogue or FREE with first order. 


R’n’H MICROTEC, 32 Hazell Way, 
Stoke Poges, BUCKS. SL2 4DD. 


ATARI 400/800 OWNERS 


Cassette to Disc Utility. Put as many as 10 of 
your single load machine code tapes onto one 
'disc. Works with most tapes. Requires 32K 
^Minimum) + disc. £9.95. 

Copy Utility. An advanced copier that copies 
virtually all basic or machine code, single-load 
or double-load tapes with either long or short 
interrecord gaps. Written in machine language. 
Supplied on Autoboot cassette. £9.95. 
Cheques/P.O. to: W. ENTERPRISES, 49 
Shrewley Crescent, Tile Cross, Birmingham 
B33 OHU. 


JOYSTICK REPAIRS. Send your faulty joystick 
|with £4 to cover repair and return postage. Allow 
|28 days delivery. Quickshot approved repairers. 
IRowan Associates, 27 Canesworde Road, Dun¬ 
stable, Beds. LU6 3JL. 


ATARI 410, (00,800 OWNERS 


REMEMBER. Midland Games Library have 
over 500 original programs for hire — wide 
range of cassettes, cartridges, discs and utili¬ 
ties. Write to: 

M.G.L., 48 Read Way, Bishops Cleeve, 
Cheltenham, Glos. 

Tel (0242-67) 4960 6pm-9pm 
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SPECIAL OFFER 
for ATARI 

400/600/800 OWNERS 

Hire your first 2 games free from our 
extensive range of software. Up to the 
minute releases available. Apply now! 
Send s.a.e. to: 

Charnwood Games, 27 Warwick Ave., 
Quorn, Leics. 

Tel: 0509 412604 


Sinclair, Commodore, Dragon, Lynx, Acorn/BBC, 
Oric, Memotech computers. 

We have an'extensive range of books and software 
— over 200 Spectrum titles alone 

LANCASHIRE MICROS, 89, EUSTON ROAD, MORE- 
CAMBE, LANCS. TEL (0524) 411435. 

Send s.a.e. for free list. 


STRONG arcade quality replacement 
joystick handle inserts. £2.50 pair. 

Joystick handle fire button kit, when fitted 
gives dual firing and left or right hand 
control (incl. insert) £2.95 each. All post 
free. 

COMPUTER SUPPLIES, 146 CHURCH 
RD, BOSTON, LINCS PE21 0JX. 


Makes BACK-UP COPIES of ALL SPECTRUM programs (incl headerless, 
me unstoppable) that we are aware of, with MANY unique features. 
FULL MONEY BACK GUARANTEE if you are not satisfied. 

* LOADS in all program parts CONTINUOUSLY, verities, stops, abort, 
program names, etc. etc. 

* FULL instructions, very user friendly. 

Cost only E4.75 (+£1 turope. £2 others) 

5 STARS FROM THE HCW REVIEW, WITH 3 OUT OF 4 ratings of 100% 

LERM Dept CVG, 16 STONEPIT DRIVE, COTTINGHAM, MARKET 
HARBOROUGH. LEICS. 


SPECTRUM PROGRAMS required for guaranteed 
(early 1984 marketing. Everything considered.) 
[Speedy reply. S.A.E. for details to: Turtle Software,) 
“Wychwood”, School Road, Finstock, Oxford. 


PEEKING & POKING, THE SHARP 
MZ-700L SERIES. Includes addi¬ 
tions to S, Basic and copying, data 
handling, peeks and pokes, interpre¬ 
ter points, V-Ram and second char¬ 
acter set plus more. Available from 
most Sharp stockists at £6.95 or 
direct inc. p&p from D. C. Brennan, 
Dept CVG, ENG, 14 North Western 
Avenue, Watford, Herts. 

Dealer enquiries welcome on 04243 
2376. Also Peeking & Poking the 
MZ80K. Peeking & Poking the 
MZ80A. Still available at £4.30. 


UICTRGRRPH PLOT U1NDOU TOTAL £ 
FOR ATARI® 4/800,6/S00XL*PRiCEg 
AND 1020 PRINTER /4VC9S 

The easy way to plot X,Y / / J l\ C£ 

co-ordinate based displays J\7L\1\ 75 

for UDU i/or 1020 printer. \/ ~n 

NEU INSTRUCTION HONUOL FOR, A / A\\ ^ 

PLOT, DRflUITO,XJO FILL, SET. , . /Yj\\\m 

COL. , GR. 0 l 3 TO 11 t DEnOSCU // Af 
DESIGN PREP, USING OPTO, ^ 

1020 PRINTER PROGRAM + UDLF > 

UICTPGRPPHICS (C.V.G) r “ 

6A BOU1 STREET, RUGELEY, STAFFS. U.K. 

Tel: 0088941 2426 US15 2BT 


EAGLE EYE (Connect-4) 

COLOUR CODE (Mastermind) All £5.95 
COMPUTER BATTLESHIPS 

Also 

ADVENTURETIME (text adventure) £7.95 

A.W.G., 145 Bankside, Westhoughton, 
Bolton, Lancs. 


ATARI GAMES. 50 exciting arcade and strategic) 
, games for all Atari computers. Available on disk for: 

£4.95 or on cassette for £5.95. Send cheque; 
* payable to David Sutherland, 7 Baird Grove, Edin-: 
■burgh or just for more details. 


Please turn to page 162 for details of how to advertise in either Micro 
Ads or Microsell. 

____________ 


Cassette disc cartridge hire 
To join send £15 membership and list of four titles in 
order of preference. First 2 hires free. 

Send to: Games Club. 11 Park Road, Stretford. 
Manchester. 
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ATARI SPARES 


ATARI fiAMES CLUB 


T199/4 A 

STAINLESS SOFTWARE has a large cata¬ 
logue of good quality programs for the TI99/4A, 
with over 80 programs! For a copy, please 
send a large SAE to: 

Dept CVG, 10 Alstone Road, STOCKPORT, 
Cheshire, SK4 5AH 
(Mail Order Only) 


ATARI COMPUTER OWNBS 

Make the most of your Atari 400/600/800 by 
hiring from our Software Library. We offer a 
wide selection of the many games and adven¬ 
tures on the market for your computer. 

For full details send a S.A.E. to: Star Hire, P.O. 
Box 48, Bracknell, Berks. RG12 4WD. 


Vast range of cassette, disc and cartridge 
software for hire at £2.00 per week. Life mem¬ 
bership is £15 (including 1 st game hire). To join 
send £15 cheque/P.O. and list six games in 
order of preference. Or send S.A.E. for details. 
CASTLE GAMES LIBRARY, 44 AUGUSTA 
CLOSE, ROCHDALE, LANCS. Tel: (0706) 
59602. 


ATARI 400/800 SOFTWARE 

Why spend a fortune on software when you 
can hire all the very latest released games etc. 
at a most competitive rate? We have an all¬ 
round selection of disks, cassettes and car¬ 
tridges awaiting your Atari 400/800. Apply now 
and hire your first 2 games free. For full details 
send stamped addressed envelope or phone 
evenings 7pm-10pm or weekends. (0783) 
286351. 

Games & Software Club, 35 Tilbury Road, 
Thorney Close, Sunderland SR3 4PB. 


COMMODORE 64 AND VIC 20 
PROGRAM COPIERS 

They copy most cassette based BASIC, machine 
code and multi-part programs of any size. Both 
copiers are written in machine code. Programs 
using a range of protection techniques can be 
copied easily. Audio and visual prompts are used 
for easy operation. Full instructions are contained 
in the programs. 

VIC IMITATOR E6 

IMITATOR 64 £6 

Please state which is required and make cheques/ 
POs payable to IAN WAITE. 

Send orders to: 

IAN WAITE, DEPT CVG, 

11 HAZLEBARROW ROAD, 

SHEFFIELD S8 8AU. 


MICROSELL MICROSELL MICROSELL 


SHARP MZ-80K Software. Three high quality 
Basic programs — Doomsday Park (34.4K) 
and Master Blaster (5.1 K). Also Help Program 
(10.OK). Send £8 cheque P.O. to P. Bennett, 
45 Holly Avenue, Breaston, Derbyshire. 

VIC 20 (-r 16K). Lunar Lander with a differ¬ 
ence. Cassette £1.99. N. Bennison, 52 West¬ 
ern Road, Nazeing, Essex. 

ATARI 400 48K with tull-stroke keyboard, 
program recorder, Basic cartridge, plastic dust 
cover, manuals etc. for Sale. £160 o.n.o. 
Phone Mrs Adams, after 6 pm 897 9014. 

TIME Machine — massive 2 part 16K Atari 
adventure! Send £5 or SAE for details to 15 
Wynmoor Crescent, Brampton, Barnsley. 
South Yorkshire. 


VIC 20 plus programme recorder. Program¬ 
mers aid cartridge, programmers reference 
guide and dust cover. All for £120. Tel: 0656 
50696 after 6 pm. 

SHARP MZ80K plus P3 printer 1/0 Box soft¬ 
ware includes The Valley, Zen, Assembler, 
Chess and much more. Tel: (0752) 778818. 
£590 o.n.o. 

ATARI 400 as new 32K. Cassette recorder. 
Many games. Joysticks, Basic. £225 o.n.o. 
Evenings 01-953 7076. 

I WOULD like to make an exchange of Spec¬ 
trum software on tape. Please write to Maurizio 
Monaldi, Via Vittorio Montoglio 7, 00168, 
Roma. Italia. 

SHARP MZ80/KA. Ten basic and machine 
code adventures. £1.50 each. 98 Mulgrave 
Road, Sutton, Surrey. 


■iMii/irm 


Why risk losing those precious programs? With our 
range of utilities you can make a back-up of almost all 
your software. 

EmtsMhil - Single and multi-stage tape back-up — 
£9.95. 

■Rliaiil — Single stage tape to disc (up to 10 tapes 
per disc) — £9.95. 

■■iKfwUlsU — Copies full discs including bad sec- 
tors — £15.95. 

BkfHuMIgjm — Autoboot Basic and Binary discs 
£12.95. 

AWG, 145 Bankside, Westhoughton, Bolton, 
Lancs. 
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ATTENTION ATTENTION 

ATARI 400/600/800 OWNERS 

MIDLAND GAMES 
LIBRARY 

Do you want to join a long established library? 

Are you looking for a fast efficient and friendly service? 

Would you like to select from over 500 
cassettes, cartridges, discs and utilities? 

Would you appreciate approximately 25-30 new 
additions per month? 

Are you interested in interactive club schemes? 

Before writing to the rest, try the BEST. 

Various permutations where 2 games may be hired at 
once. 

Special introductory offer for new members. 

Send large SAE for details. 

M.G.L. 

48 Read Way, 

Bishops Cleeve, Cheltenham 
(0242-67) 4960 6pm-9pm 

All our games are originals with full documentation 


A 

Addictive Games .131 

A&F Software .30 

AGF Hardware.97 

Apex Trading.148 

Atari ...18/19 

Audiogenic .74/75 

B 

Beyond Software.16, 98/99 

Big G .73 

Blue Chip Computers. 29 

Bubble Bus .60 

C 

Cascade Software .78 

CDS Microsystems .66/67 

Centresoft .118/119 

Christine Computing .139 

Chromasonic.9 

D 

DAMS .26/27 

Date I .95 

Discount Software Supplies .96 

DJL Software.92 

E 

English Software.156 

Euromax .138 

F 

Fantasy .100 

Faulkner, R .148 

G 

Graingate.148 

I 

Imagine. 48, 65,155 

Incentive Software.49 

Interceptor Micros.17 


ADVERTISEMENT INDEX 


j 

Joe The Lion .163 

K 

Kernow Software Library.103 

K-Tel .95 

L 

Lantern Software.139 

Llamasoft Software.65 

Lyversoft.89 

M 

Martech Games.42 

MC Lothlorien .90/91 

MDM Home Computer Services .95 

Melbourne House .58/59 

Microdeal .34 

Micronet .154 

Midland Games Library.160 

Mirrorsoft .132 

Mission .146 

Mr Chip.113 

N 

National Software Library .139 

0 

Ocean Software.10/11 

P 

Paradox.139 

Parco Electrics .103 

Phoenix Software .4 

Postern .140 

Procom . 6, 70 

Prot Enterprises .61 

PSS.106/107 

Q 

Quicksilva .2 


R 

Rabbit Software. 37,137 

Ram Electronics .61 

Redshift.’..13 

Richard Shephard Software.12 

S 

Save-lt Software .110 

Screenplay .8 

Severn Software . 54/55,160 

Shards.115 

Silly Software .148 

Soft Choice .115 

Softek .0BC 

Soft Touch.78 

Software Projects .126/127 

Solar Software.49 

Spectrum .20/25 

Stack.146 

Starcade .31 

Starzone .86 

Sumlock .84 

Supersoft .28 

T 

Terminal Software.153 

U 

Ultimate Play The Game .81 

V 

Virgin Games.38/39 

Visions .114 

Vision Store.103 

Voyager.120 

X 

Xaviersine .86 

Y 

Yorkshire Software Library .148 
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WHAT A BIND! 

Can’t find your back numbers... magazines all over the 
place? It’s so easy and tidy with the Computer & Video 
Games binder to file your copies away. Each binder is 
designed to hold a year’s issues and is attractively bound 
and blocked with the Computer & Video Games logo. 



Price U.K. £4.50 including postage, packing and VAT. 
Overseas orders add 35p per binder. Nat. Giro No. 
5157552. Payment by ACCESS/BARCLAYCARD/ 
VISA. Send coupon below detailing credit card no. and 
signature. 


Please allow 3/4 weeks for fulfilment of order. 


Why not place your order now? Send the completed coupon 
below with remittance payable to:- 


Easibind Ltd., 42 Hoxton Square, London N16NS. 


ORDER FORM Computer & Video Games 

I enclose P.O./Cheque value_for_binders 

Please charge my Access/Barclaycard/Visa card no. 
_Signature_ 


Name_ 

Address. 


Date. 


. Registration No. 317469 


■■ mmt mm mi hi mm mm KB mm mm mm tm 



Everyone s after a 


Grab one 
before the 
rush starts 


Due to the overwhelming demand for 
these T-Shirts at the 1983 Computer & 

Video Games/Taitel Arcade Games 
Championships. We have re-printed a 
limited number exclusively for C&VG 
readers. 

The T-Shirts are 100% cotton, 
black with full colour illustratio 
and come in three sizes 
Small (approx chest size — 

34-36) Medium (approx 
chest size — 38-40) 

Large (approx chest size — 42-44) 

They only cost £3.99 (inclusive of P&F), and 
Cheques or Postal Orders (not cash)should be 
sent in a sealed envelope to the address below. 
But remember act today or someone or 
something could get there before you. 


COMPUTER & VIDEO GAMES T-SHIRT OFFER. 

Name 

Address 


I 

I 

I 


Tel: 


Tick size wanted: S HH M D L Cj 

T-shirts cost £3.99(inc. p&p). Cheques/P.O’s payable to. 

Computer & Video Games T-Shirt Offer. Please 

return this coupon, with your remittance in a sealed envelope to: 

Computer & Video Games T-Shirt Offer, P.O. Box 
50, Famdon Rd, Market Harborough, 

Leicestershire. 


Please allow 28 Days for Delivery (Offer applies U K only) 


I 

I 

I 

I 
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Nothing will affect you 

(and your school or college) 

than ... 


8 Herbal Hill 
London EC1 5E] 

EDUCATIONAL 

(Cheques made payable to EDUCATIONAL COMPUTING) 


a sample copy of 
EDUCATIONAL COMPUTING 
for just £1.00 — write to: 
Valerie Day 

EDUCATIONAL COMPUTING 
Durrant House 



Nothing will affect you 
(and your school or college) 
than - 


amm 


a sample copy of 
EDUCATIONAL COMPUTING 
for just £1.00 — write to: 
Valerie Day 


EDUCATIONAL COMPUTING 


Durrant House 


8 Herbal Hill 


London EC1 5EJ 


EDUCATIONAL 


(Cheques made payable to EDUCATIONAL COMPUTING) 


To place a LINEAGE adver¬ 
tisement in EITHER the “Mic- 
roAds” or “MicroSell” sec¬ 
tion of COMPUTER & VIDEO 
GAMES, please fill out the 
order form, in BLOCK CAPIT¬ 
ALS, ONE WORD PER BOX 
(telephone numbers count as 
one word and addresses must 
be included in the total). The 
FIRST TWO words ONLY will 
appear in BOLD. Please 
underline any additional 
words you wish to appear in 
bold. 


TERMS AND CONDITIONS 

1. Trade advertisers will 
appear in the MicroAds 
section, private advertis¬ 
ers in the MicroSell Sec¬ 
tion. 

2. All linage advertisements 
MUST BE PRE-FAID 
(cheques and postal 
orders made payable to 
Computer & Video 
Games). 

3. The Publishers reserve 
the right to refuse an 
advertisement. 


C&VG, MICRO-ADS & 
MKR0SB1 COUPON 


1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

16 

17 

18 

19 

20 

21 

22 

23 

24 

25 

26 

27 

28 

29 

30 


Minimum number of words is 15, maximum 40 (continue on a separate sheet where necessary). 
Please ring which month(s) you wish your advertisement to appear in 

APRIL MAY JUNE 

TOTAL number of words for ALL insertions . 

(i.e. 15 words per advertisement to appear in two months = 30 words in total) 

COST: MicroSell (Private) MicroAds (Trade) 

25p per word 40p per word 

35p per additional bold word 50p per additional bold word 

I enclose a cheque/P.O. for £ . made payable to Computer & Video Games. 

Name. 

Address .. 


POST TO: AD. DEPT, C&VG, 8 HERBAL HILL, LONDON EC1R 5EJ 
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THERE IS ONLY ONE KING ' 
OF THE SOFTWARE JUNGLE! 

o e 0 


os the /ion 


Dimbo €5*45 Loki €6-45 Challenger £7* 

Any Spectrum 48 K Oric DDC D 

Distributors please contact Laurence Holt Tel =-061-366-7401. Available from good software outlets. 














































MASTCRS OF TH€ GAM€ 


UGH, BUG ZAP, ZAP, QUAK.Now, for the first time since late last week, you too can learn this amazina 
new phrase which is guaranteed to get you the very best new software around. "Ugh" has been rated the best-ever 
game for the Dragon 32 and is now selling like hot pterradactl eggs for the CBM 64. "Bug Squad" for the CBM 64 
will leave you a little less sane after defending your garden from a host of loony bugs, a manic magnet a mutant 
lawn-mower and bottles of Essence of Spinach". Regain very little of your sanity as you zap away with "Zoids'' 

shoot - erTVU P 9 ame for the CBM 64. And finally get yourself locked away for playing ' 
Quak Attak which may or may not come complete with a nice padded jacket. Fly your turkey as you do 

Rnpr+mm'w v °V r ' aser lan <; e a 9 a “ nst . t . , ? e L° on s of Latvia on their menacing white ducks... And if you own a 
Spectrum, you II be amazed at Starblitz , our astounding new Truly Arcade Perfect' game for your machine 

which puts all similar games to shame. 

Ugh is £6.95 for the Dragon 32, £7.95 for the CBM 64. 

Zoids, Bug Squad and Quak Attak are just £7.95 each (CBM 64) 
and Starblitz is only £6.95 (Spectrum). 


Softek's Software is 
as well 


available at most major outlets, including selected branches of the following: W.H.Smith. Boots, Dixons, Tandy Dealers. Lightning Dealers & Selfridqes 

DeZs Coma« p n M 7 D e T f I °' der Addfe “ S ° f ** k 'nternationa. Ltd.. Softek House. Tranpuil Passage, London SE3OBJ ° 

Dealers Contact. EMI Distribution or Softek International on 01-318 5424. German Dealers Contact: H. Hagemann 0211-376953 
Mail Order: Buchandlung Meyer, 34/36 Markt, 4470 Meppen, Ens. 

SOFTEK INTERNATIONAL LTD. 12/13 Henrietta Street, Covent Garden, London WC2E 8LH. Telephone 01-240 1422 


































